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^World^^ap 


1. Crash Site 

17. Bun vans Mot 

33. VVoren 

49. Wl. Yogy 

64. Crossroads 

78, Quarry 

2. Crater 

18. Synesta 

34. Golden Plain 

30. Mountain Pass 

65, Lake Spot 

79, Pauk 

3. Cliffs 

19. Fastern Highivav 

35. fahrn's Camp 

31. Abandoned 

66. Jungle 

80. Fishing Spot 
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20. Ifideoul 
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V illage 

67, Pabpab 

81, Tomb 
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21. Crossroads 
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^ 52, Sanctum 

68, Island of the Sea 

82. Mukto 

6. Oasis 

22. Lake Spot 

38, Shrine 
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Uragon 

83. Knanso 

7. Soadflier Valle> 

23. Wharf 

39, Ahm Fen 

54, Ml. Ry ft 

69. \ameless Island 

84. Foothills 

8. Crossroads 

24. Kyoin 

40. Faerie Hut 

55, Checkpoint 

70. Saldine Flats 

85. Ocean Spot 

9. Chamba 

25. Causeivay lAstanI 

41. VVyndia 

56, Crossroads 

71. Saldine Fishing 

86. Flights ay 

ID, \arlh Cbamba 

26. /Xstana 

42. Kasa Woods 

57. Tree of Wisdom 

Spot 

87, Imperial Palace 

11. Fishing Spot 

27. Aquedutfl 

43. Fishing Spot 

58. Shikk 

72, Chedo 

88, Shan River 

12. Kurok 

28. Astana Base 

44. Pung lap 

59. iVtl, Giga 

75. Koshka 

89. Burnt Forest 

13. Oam 

29. Ludia 

45, Ice Peak 

60, Fane 

74. Chiqua 

90. Fish Head Beach 

14. Vlud Cliffs 

30. Ocean Spot 

46. Chek 

61. Island of Fire 

75. Lake Spot 


IS. Kyria 

31. Shyde 

47. Sonne V'illage 

62. Lyp 

76, En Jhou Ruins 


16. Woods 

32. VVychivood 

4H. Sichon 

63, C3cean Spot 

77. River 
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0iaracters and Qame Rasies 

(Ersfiin 


Ershin first joins the party at Chamba, helping Ryu and Nina cross the 
hexed and wasted city. She was part of a group of purifiers that goes 
from town to town and cleans up the hexes 1 y 

left by the Fou Empire after the war. She v I 7 

has told no one of her past, and so \ ^ 

she's yet another mystery in a 
party already loaded with 
more 


Ryu‘&|Mal is a mystery, even to himself. 
He wes foend by Nina In a mysterious 
craUf fiBiST Sort*. To discover where he 
comm from and who he really is, he 
travels with Nina around the globe. 

As the main character of the 
game* Ryu should be the ^ 

best of the best, and he , 

most coriainly is, with very ^ 

well rounded statistics and i 

powerful dragon magic. 


questions than : 

answers. Ershin usually 
attacks using a launchable / 
rocket list. And yog can 
find very little armor for her 
throughout the game. You have ^ 
to get someone to make what she 
needs. She is a worthy character for 
any lineup. 


I Nina is a Princess of Wyndia. a respected kingdom 
populated by winged men and women. During a 
tour of the western cities, her sister mysteriously 
\ vanishes. In an effort to find her sister, Nina takes off 
i \ with her close friend, Cray, and winds up meeting 
By Ryu. Nina ts by far the most powerful magic user m 
[T your party. She quickly proves herself to be a 
I Vx 'must use^ character. 


Scias is a mercenary originally hired by 
the country of Ludia to watch over Ryu 
and Nina while Cray is held captive. 
Moved by Ryu and Nina’s dedication to 
helping their friend and those in need, 
he is plagued with doubt and guilt over 
his job, Scias is another powerful fight¬ 
er, and he has many of the best 
weapons in the game. 


Cray left Wo rent to travel with Nina and seaixh far the 
maatng PrifKess Elena, only to be caught up with the 
impending destiny of the very world itself. As dtief of 
the warrroi nation of Woreni, Cray is a natural fighter. 
He excels m all areas of physical combat and is one 
of the strongest in your party. When brute force is 
needed, look no further. Of course he has many / 
good spells, so dor>'t think of him only fighter. L 
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^Cb’sufa 1 


Ursula is the granddaughter of the gen 
era I of the Fou Imperial Army, and a 
high-ranking officer in her own right. 
While she is loyal to the Empire and 
her grandfather, she is disturbed by 
the cruelty of many Imperial offi 
cers- She accompanies Ryu and 
party back to the Empire* Ursula 
is a very good aiharound 
ter She has the unique advan¬ 
tage of weapons that can 
attack all enemies. 


L 
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_ 

2 
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5 

Confuse 

a 

Weaken 
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Rock Blast 

15 

Silence 
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Cyclone 
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^fTie Overworld 

Unfilce previous games in the Breath of Fire series* you can't walk 
around the overworld map freely. Instead, you follow a set series of 
paths between the various locations in the game, such as towns or 
dungeons. 



Rasters 

Spread throughout the world are masters who teach you valuable skills 
to aid you in your quest. These skills are often powerful and eKtremely 
useful, but it can be a long road to gaming them. 

Masters also provide statistic bonuses or penaliies to all who study 
under them. Such bonuses or penalnes change the amount you gairt irv 
each statistic every level. Refer to the Masters section in this book for 
more information. 


(jmtbat features 



QmBfnatkm attacks 

A unique feature to Breath of Fire IV is the combo system in battle. 
String together a series of attacks that either create a new spell or 
increase the power of following ones. 

<DtagonG*i"s 

Scattered around the world are gems that grant Ryu and Fou-Lu the 
ability to transform into a particular breed of dragon. With the e!«cep- 
tion of the Serpent and Wyvern, Ryu and Fou-Lu share the gems. Once 
Ryu can transform into a particular dragon, Fou-Lu car^ as well. 

To transform, use the Meditate skill This brings up a list of the drag¬ 
ons you can change into Each dragon takes a particular amount of AP 
for the transformation, and then an additional AP cost to maintain. 

This second cost is incufted every turn and is a fraction of the original 
transformation AP cost. 

In dragon form, Ryu and Fou-Lu gain increased statistics as well as 
special spells and abilities. The eitact modification to your statistics 
varies from dragon to dragon. The spells you can use also vary, and 
they often follow a specific elemental set: one dragon may have all 
earth magic, while another may have alt fire magic. 

At any time you can trarisform into your human form again by using 
the Revert Form command. 


the (jcmtera ^nafe 


A key to exploring every facet of this game is using its camera to the 
fulfesL Rotate it by using (bD and ICl'. Some screen's angles can't 
change; look in the top left compass icon to determine which screen 
angles are available. Also, use Nina's jumping ability to see into corners 
and places you otherwise couldn’t, 
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Dragon 

In addition to the gems, Ryu can also obtain special Dragon Magic. 
Many dragons exist in this world, each located in a different part. Ryu 
must lind and speak with these dragons to learn from them, and to 
increase his power to challenge Fou-Lu. Each dragon Ryu speaks with 
gives him a speciai Breath Magic that summons the power of the drag¬ 
on. You can only use such attacks once however; you rnust rest to 
regain the ability. 

^tmamlng^Xs 

Many other skills in the game are not necessarily gained through level 
progressron or from masters. These skills are usually learned from ene¬ 
mies, You can learn enemy skills that appear highlighted in blue, and 
such skills are often hinted at in enemy descriptions. 

To learn these skills, use the Guard command. Your chance of loarn- 
ing it depends on the skill. Some have a 100 percent rate, while the 
chance of learning others can be very low. 


Ventf^^lng <^emies 

During combat you can look at the statistics of enemies if you have 
previously vanquished an enemy of that type. Data given includes how 
much experience and 
Zenny the monster gives 
when defeated, as well as 
possible items ft can drop. 

And while you canT see an 
exact HP count,, you can 
see the percentage on the 
green bar beneath the 
creature. Note that to be 
able to see what items 
they drop, you must have 
previously acquired the 
item(s) from an enemy. 



(EbmetitaC (li^bUmce 

Everyone, friend and foe, handles each elemental attack differently. 
Some are weak against a certain element, while others may be 
immune to it or even absorb it! In the monster section of this book, 
numbers are given that indicate a certain level of strength or weak¬ 
ness. The following table shows what these numbers meart and helps 
explain just how much certain resistance-increasing items can help. 




Take*! 200 percent damage 
Takes 150 percent damage 
Standard damage 
Takes 73 percent damage 
Takes SO percent damage 
Takes 23 percent damage 
Takes no damage 
Absorbs damage 


General 


If you don t mind possible spoilers, read a few pages ahead in 
Ibis guide to decide your strategy berore you reach that diriicult 
situation. 

Keep your level sufficient for the dungeon you are In. Boss 
battles can be virtually impossible othenvise. 

Alisays stock up on the best weapons and armor available. 
Investigate dungeons thoroughly, because every item is useful 
Use the camera angles, and Nina's jump, to see into every 
nook and cranny. 

Speak to everyone in toiviis, and elsewhere as well, because 
they may give important clues. 

Build up the Faerie Village as much as possible! There are 
items there that can be found nowhere else, 

Give skills to those who can best use them. Super C ombo 
would be wasted on Vina. 

Know y our enemies, as most have a weakness you can exploit. 

If your Ironl-rank characters can t lake on the current 
enemy, try using some of voiir others. 
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fhv in pamilhvu's rvttr fti hn ulitms on thr mtrld 

map tii ihr fnmi of Ihv htmk 


(Disaster ht the <T)esert: 

O-^sh SUe^ 

As the game opens, Nina, princess of Wyndia, 
and her guardian, Cray, speed across the 
Northern Desert on their way to the distant 

city of Synesta. There, they 
hope to find clues to the 
location of Nina’s long-lost 
sister, Elina. But just as 
they are within sight of the 
desert's edge, things go 
horribly wrong. 





Cray and Nina pilot their tiny sandflier across the 
rolling dunes of the desert. 



Nina and Cray have 
attracted the attention of 
a Desert Dragon—and a 
particularly nasty one at 
that. Despite their best 
efforts, their tiny sandflier 
is rammed by the behe¬ 
moth, sending it spinning 
out of control. 

of the screen to continue. p 







What does an 80-ton Desert Dragon do? 





Pretty much anything it wants to. 


When the dust settles, Nina and Cray have miraculously survived. 
Unfortunately, their sandflier isn't so lucky. After assessing the dam¬ 
age, Cray corvcludes that 


without spare parts, this 
sandflier will never get off 
the ground. Luckily, the 
crash site is within walking 
distance of a variety of 
border towns that may 
have the necessary parts. 




Cray is concerned about leaving the 
sandflier alone while they travel to the 
border towns With all the bandits in 
the area, they may come 
back with replacerrrenl 
parts, but find no sandflier 
to inslall them in. After a 
few moments of argument. 
Cray agrees to allow Nina 
to go to the nearby border 
town ol Saras for parts, 
while he stays at the crash 
site to guard their flier. 


After a few moments' protest, Cray agrees to let 
Nina go to Sarai. 


Cray isn't entirely sure of Nina's ability to 
handle the dangers of the desert alone, so 
he offers her the King’s Sword for protec¬ 
tion. Now properly equipped, Nina 
makes her way across the Northern 
Desert in search of the parts they 
need to complete their journey. Once 
you have finished your dialogue with 
Cray, simply direct Nina to any edge 


Cray gives Nina the King's Sword so 
she can protect herself in case of 
emergency. 



Xina UtTiounm tvifh a iormnhihlv m'nptm olhvr 

iiivti thr (Ustnn Thh mru/r'd ul/rm <in Iut hi (irv pohmt ivinr 

IfV hath tii iioitltt hf ijiiut kf'rs. 


Weight: 1 


Special: Ranged Alldtk. 
I ire?i I ner^>' 


\inti ahfi larrivh. qnilr w Ifdt ^ii/n of mamn Hid /t'nny, 11m 
shrnhi hr marr ihati rnmtqh to sUirt viiw nn 
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Chapter IsThe Awakenjng 



Crater (2) 

Aa you make your way through the desert toward Sarai* Nina comes 
across a merchant begging for help. This poor soul has fallen into a 
giant crater ir> the ground 
along with all of hts goods. 

The frazzled merchant 
qutckly pulls himself from 
the hole, riding atop a 
strange purple bird. As the 
merchant and hts mount 
go speeding off mto the 
distance* Nina moves to 
inspect the crater's edge — 
only to tall in herself! 

Tills Is sligliUy more \hm just a 
petholfl in the road! 


In seconds, Nina realizes 
she is not alone at the bot* 
tom of the pit. A huge 
dragon-like beast material¬ 
izes right in front of her. 
Despite its size and obvi¬ 
ous strength, the creature 
does not attack. Instead, it 
spreads its powerful wings, 
lets out a blood-curdling 
cry, ar\d takes to the air* 
only to disappear again. 


Despite berng, tee-to-toe with a giant winged beast. 
Nina is surprisingly calm. 






When the huge beast has taken flight, Nina is in 
for another surprise— a less-than modest Ryu 

standing beside the mer¬ 
chant’s fallen wagon. After 
a few short but embarrass- 
ing moments, Ryu dresses 
and introduces himself to 
Nina. Unfortunately, Ryu 
can't tell her much about: 
who he is or where he is 
going. Helping each other- 
out of the pit, the pair 
decides that answers to 
both of their problems lie 
to the south, in the desert 
town of Sarai. 



A lessThan-dressed Ryu stands proudly at 
the crater's center. 


Ryu is also given a fine 
weapon—the King’s Sword. This 
excellent beginning weapon 
allows Ryu to inflict considerable 
damage on his opponents. 


Nina gives Ryu 
the King's Sword. 





kk 


If you stop to investigate such areas, 
tie prepared to face your first combat. 


This exclamation point appears over 
your head whenever you encounter 
an area of note on the world map. 


,-K I'lai/ frtfjrf ahmQ ihc rtmd fu 
Surtii, 1 TJtr fnul im fri 
muliim i^oint ur iimMim mark 
firf r \mtr tUarudiT s hvad 

morkv mdjTuft- llmt Ihvrr 
IV tuntur to imv^U 

miU\ 1 mar A. iiir^raiv 

itm < till a MuoU pnU h of 

fiTniPii. iifiift' an imuutwn 
poim indiia(t*s that tm n rnf 
I ifal to thv stim lint* tws just 
hrnt ontuiiiitrn'iL 


fMlumathm pmnh mdkatc 
porh ot ttw \ton (rnr^ tifffrraffi 
of iin* II miff must hr mivsli ^ 
tfaU-d^ On ilw oUwr hand. \ ou 
dim (tatutdly haw to vsphn* 
at thv ttn'iis hnlu aird In a 
iiui*stuv\ murk Ikotvitr. d miu 

vlil)l /ijfllf* lOU'fl fj/Vfi skip 

fid ifriiis* ufid a fist 

ltd id /atm}: 


Sfimhittif iUvst orvtn iovtin 
ahti leads to at least one (am 
bid sitaadan. I m kth\ tlw imv 
inivs urr i*«^rfv r uijf/fij\/n‘i/ ri/l/i 
fi Irii rphA vlrikiiv. flirvr early 
buttles are a qreut o m at tal 
letiiiHf some (ptiik /eimy as 
ni'fl ttv a len experieiue pain Is. 


Continue to search the surrounding 
area—you'll eventually find an item 
such as Healing Herbs or Baby Frogs. 
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iU»: I7« Vgilily: 

AP. i:S VVkdom: I 

Power: 18 t:ip: 7 

Defender 10 Zenny: 8 


Prew • lit rwe Voi^i v 
ahilitv to took til tlw sitrmumt 
ifuj tvrrmth / hh shtmU twlp 
>(«< (fi‘t iiiiir bmriruf^ amtoui 
thr mam Irtiih ivittdinq 
Ihnmtfh iiu^ ttUK 


fhm! tw aftml to nitmi/r vuiir ijrirpti/of hv prowiiuf thvl^^ or ^ i ^ 
butfom. Alihmiqh tisrlut in rrmiUmi fvrrswi hrrt\ (hr i tnmtjr in 
omimtihr Uvitnm^^ ahsointrh nkit ttihr on. 


Before tlie change tn perspecttire... .. .anP after. Notice how much terrain is 

revealed by just a little change o1 vtew. 


Make your way south 
toward the cliffs on 
your way to Sarai. 


This is also the first situation where you have to fight various enemies. 
Luckily, the most vicious monsters you encounter are the Cap and the 
Eye Goo —neither of which should be much of a threat. The Eye Goo 
offers you the possibility of learning a new skill. 

When combating this bfue blob, put both Ryu and Nina in Guard 
mode. After six rounds of combat, the Eye Goo uses its one and only 
skill^ —Rest. Once learned, this ability allows your characters to restore 
much-needed hit and Ability Points while in combat. 
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Traveling farther south, 
you eventually reach the 
dfffs that Cray told you 
about earlier. They are as 
windy and difficult to fol¬ 
low as they are steep. 
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cThe (Jiffs (3) 


Once you have learned 
what the Eye Goo can 
teach you, send this mon¬ 
ster to Eye Goo heaven. 
Between Ryu and Nina, 
you should be able lo 
elimir>ate it within a single 
round of combat 


Time to kick an Eye Goo's btobby butt. 



-i..- 

IIP; t5U Agility: 3 

AP: 3 IViidom; t 


Power: 16 ^ Ixp: 8 exp 


Defense: 12 /enny: 6 

4 

Special: After sh turns il uses ' 
the Rest ability. 










































You won't get very far before Nina trips 
over her own toes and falls headfirst down 
the edge of one of the 
many cliffe. Ryu, ever the 
dulifuf hero, goes tum¬ 
bling after, The pair meet 
at the canyon's bottom, 

Ryu flat on hrs face. Nina 
floating gently to earth 
With the aid of her out¬ 
stretched pink wings. 

Once you regain control, 
head west, along the 
canyon wall. 


You find a nice, cozy 
cave nestled into the cliff 
wall. Head inside to make 
camp until morning. While 
Ryu and Nirta sleep quiets 
ly at the canyon bottom, 
elsewhere, the night 
awakens to a blaze of 
light and rubble.... 


Night has fallen, so perhaps a quick rest wiftiin the 
cozy confines of this cave is a good idea. 





cJne ^omb: 
^fhe ^wakenhta (4) 





A. Seed - I B. Imperial Guards ^ 2 


CHAPTEa ijHE Awakening 



Far away, in a tomb for¬ 
gotten ages past, Emperor 
Fou-Lu has awakened from 
his long slumber. With his 
companion and guardian 
Won Qu, the emperor 
steps from his tomb to sur^ 
vey the world of mortals. 
Instead of the teeming 
throrigs of priests and wor¬ 
shippers he expected to 
herald his return, only the 
Full moon and cold winds 
greet the ancient monarch. 

The emperor senses a 
powerful yet still slumber- 
irng force beyond the con¬ 
fines of his tomb. 
Suspecting something is 
amiss, Fou-Lu orders his 
loyal companion to guard 
their resting place and sets 
out into the night alone. 


h tmi in. Ihr km ^ 

ph fhn riopm^r s 



t 

tmfh moim^ ua \iHt 



find u thvst nf Ambntsia near 

Iht* rrwr nt the trtmn pwamhi. 

_____ 

B 




After inve^stigating the surrounding terrain, 
head down the main staircase of the pyra¬ 
mid, toward the west. You come to vari¬ 
ous lesser ruins, including a fallen pillar 
that blocks your path. Walk up the pil¬ 
lar to higher ground, hopping from 
the ridgeline to the tops 
of the few pillars still 
standing. Continue 
south, following 
the path until 
you have your 
first encounter 
with some of 
the nasty 
native life. 
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In in kirp vmir Uf a minwimn Jhr Umtirr atilk, l/rr 

mntv a /aurm iifW fjWflfL Uthmiqh von make short nvrk ol 
these hetnty smhthml httiUe\ » nrnfiicii^ fire/r vin/ 
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That's gotta leave a mark. 


Head west from the tombs to a 
new encounter 


^West of the Months 


After making them regret meeting the object of their search, send Fou- 
Lu to the west, away from the ruins...and the black scorch mark that is 
all that remains of a pair of belligerent soldiers. 


Talk about being in ttie wrong place 
at the wrong time. 


By morning, Fou-Lu reach¬ 
es an isolated grove, 
empty save for the occa¬ 
sional hooting owl or 
prowling Zaurus. Head 
west, climbing the wind¬ 
ing land ramp until you 
come face-to-face with 
your destiny. 

Fou-Lu is met by the 
pudgy—and surprisingly 
dangerous—Yolm, general 
of the Imperial Army. After 
a brief yet respectful dia¬ 
log, Yolm shows his true 
colors and true power. 
Within moments, Fou-Lu 
must face his first real 
challenge since awakening. 


[ 

f 


tleml ilomi tlm ihtrkem'd path 
to the imrth bektre meeting up 
tvith the fii 17 tjutmly Vrm /rrtfJ u 
IliM/uiti frnh lluit i(i\appmr\ 

1 after you \ e ioastvd the guards. 

iJZ _^ 



Head down the paths, slaying any stray Zaurus you find. You eventually 
come across a pair of soon-to-be-unlucky soldiers. Talk with this duo— 
after a brief interaction, they admit they have been sent to find and slay 
the legendary Dragon of Doom that was prophesied to appear that 
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CHAPTER nThe Awakening 



Kham is fond of his mystic Flaming 
Fist a devastating strike that can 
cause considerable damage. 




n tt hrutr itt di /Ti scnsr 
ot l/rr H i7rif tifid/ a Vht} brute 
at that hnmvtthitfty hutiaie 
tuu f ti v tnmshnmttim mto fm 
hvhml htmt !)raitoa Uirttt by 
A i t'tiila tinti. I im trainhn ri r/ Him 
uflm him the vlri'm/f/i mid 
addilhaal fitmrr hi dvbmf the 
hirmidtilde hhani 
Vtmr a\ iisml h 

tt (itHfd idtrnse. (hue ytnt hmv 
rtiiishni marphiiu} itiio the 
Islnd ifastitin, riw lua in\ 
fftdeai frasf Strike. Itnderthe 
funstimt ttwiwll of hh rtemea 
Ud oppasiti\ Khatn ii'iYI Itff^ in 
fifiFv a feiv Utrny 


khtiin tdten up tat addffmuii Atnhvda. maHer 

fjtfdt frriiili ilrnjrin/d‘ ifi(J /luii' (/ddCdiit/ fffr- fiafl/d'. Mri i' rl 
If HOW does imi tm gtmd in the hailtr Jtf 


Aflhough victorious, Fou^Lu is weakened by his confrontation with 
Khanri. Recognizing the danger in this situation, Fou-Lu flees to the 
north, with Yolm and a large contingent of Imperial Army troops in 
close pursuit. 

Yolm has his men set the woods ablaze in an effort to further weak¬ 
en the emperor. Send Fou-Lu west along the path that's clear of 
name to reach the safety of the river beyond. Although trees collapse 
to limit your options, ft really doesn't matter which path you take. 

Despite the emperor's best efforts, he has been out-maneuvered 
by Yolm and his Imperial 
Army. Trapped on a 
bridge, with Yolm on one 
side and Imperial forces 
on the other, Fou-Lu is 
out of options. After a 
painfully brief dialogue, 

Fou-Lu is horribly burned 
by one of Yolm’s creations 
and cast down into the 
chasm below. 



Oiffs 

C^omin 0 



M (5) 


By morning, Ryu and Nina have scaled the sheer rock walls of the 
canyon, and are back atop the winding trails of the cliff's edge. Once 
you have corttrol of the duo, head west to leave the cliffs, or double 
back to the north to find the only item on the map. 



Head to this spot along the northern wall of the cliffs to find a land 
ramp to the ledges above. The ramp can be hard to spot, So use SJl 
and the direaional keys to change your perspeaive slightly. On the 
ramp above, you find a single serving of Ammortia. Once you have col¬ 
lected this prize, make your way westward to exit the cliffs, 


S^rai (6) 



X Start 
fi. Inn 

C. Information Broker 

D. Weapons Shop 


E. Items Shop 

F. Tat ern 

G. Black Market Shop 


Within a day's walk fs the bustling little border town of Sarai. Ryu and 
Nina search briefly for anything that will jog Ryu's memory. After a 
short discussion, you are given the choice of staying with Nina or part¬ 
ing ways. Stick with the princess—it saves time later. 


Sitting the hm iwpersou n jth ihn\ snard fimisiotiaih pnnhnes u 
•amdl rriutrd-4 /ennv or mi 
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>fin/i H a dvnsvly poikfd amt inimfn'd tifih^ Imin, nUh fmtrv tumks 
ttml i ramtivs than an i n\fUsh tmiffiii li\r ® to rfmiit/r 

/jm/jnlfir CIV I'iiiJ trmvi thrmaih rmw} nindim] flffpvmn’s, 
ituh! dun ft tiilKT Jir ttS amt iisv Ihr dirviikmat kn^ tu v[fHv/» 
viriT^^ urmaid hard ta svl\ urrirv. 


Northside vi&w 


SDuthside view 


tin* md man at Jhr htir pnmdp^ rflJi m ilfi vcimc* ustful tnforma^ 
thm-il tiKf icrir krrp him hapin. VlfifkC bar ptdrtm happy h\ 
c^ij7Jif7 him toad and drink Vmt hmr fu vlri^r a hahmtp kiTp him 
happy piwtttih ta trUyua ivhat wu hwiI Ui knan mthuut rdUtui 
thr fjfJ trlta up. 

n htff it/ti bti\ ^omything tar him fee drink hath tii^ laud and 
Happy ^n/rflfjie'/rrv tfa up. 

t ihnviM^ a hrn mut hm him a ^ 

dririk hiy Drtiik and t hippy 

pnramvtrn qa up. Vin/vi' viiri- -• 

that hi\ //fjp/#r tpniifr fdh * * 

hrfarr rdhiT hk laud nr Ihink ^ ^ 

i/uinH’v da. ar alt yintll epd tat ^ ^ 

VfJfir nid fir a thank 

wti mid a firm hund^hukr 


\ ar\ rrhat van qhr hhu. siriUhimt firfiurn diftyrrut famh. a\ 

IIrd CA drillrrij ftmtf and drink tfMi. ha ifuitk tihani iirdcTifit; far 
hint It %vif nail (ciu tim^ hvtm*tn uniirrs nr driiTcic^rv fiiv Happy 
ratinti stark ta slide tpiukh. fry just usmq the /ran} items 1 

ifuud palfn a ta hdtan n utdti fir 
— IViirci lllnr^ MvaL IViiir llrnci 

^ Slt^ik Vlt'tifc 

fdur fdr derr piilnm frnv hud 

. ^ Hit. he happily tutt\ van 

^ cdinid the hdartmitiau hntker 

* ^ ' ii/‘nr dir fniiif id ffir dm hnirr 

iiKci gn rii a Panau^ as mm 
rcwsnf far ftitihmt ci huai^u 
itfjf nimi. 


Before leaving the Tavern, look for !or a shady looking frog character 
hanging about. He will offer to sell you a treasure. Buy it. The Lead 
Ball will come in handy later. 


Drop by the Weapon Shop near the main gate to Sarai. Pick up the 
Sage's Staff, a potent weapoji for Nina. Pick up Leather Armor and any 
other equipment you can afford, saving at least 200 Zenny for later. 
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Head the Tavern at the northeastern end of town. Talk to all of the 
bar patrons one by one, collecting as much information as you can 
about the town, Imperial troops, and the war. Once you have pumped 
even/one else for information, go to the hungry patron sitting at the 
bar. You have to interact with him twice before he makes it clear that 
he might be able to help 
you—for a price. 

Buy the old man some¬ 
thing to eat and drink. 

When he's had his fill, he 
tells you of an information 
broker on the other side 
of town who may be able 
to help you locate the 
Sand flier Parts you seek. 



^formation (Jfroker 

The information broker hangs out near the door to the Inn. This enig¬ 
matic fellow can offer you clues on where to find the parts you need, 
as long as you pay a proper fee. He won't divulge the information you 
seek for any less than 123 Zenny. 

He informs you that a black-market dealer hidden behind the Tavern 

may have Sandflier Parts. 
But you need a password 
to get by the Tavern 
owner. The broker sug¬ 
gests you find a traveling 
merchant on the highway 
outside of town who 
might share the password 
with you. 

Armed with your expen¬ 
sive information, head out 
the main gates of Sarai, 
and make your way east 
along the main road. 
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Chapter I:The Awakening 


j\tong the <High\>eay 


HalKvay down the high¬ 
way, you discover a new 
area to explore —do so. 
Tlijs long chasm-like 
desert is just chock full of 
useful little goodies, the 
first of which is a single 
quantity of Aurum slightly 
to the east. If you leave 
the raviite from the exit 
to the south, you're 
granted access to a hid¬ 
den fishing spot. 


leave the ravine via the 
southern exit io access a 
hidden fishing spot 


One of the best places to cast your lure is near the waterfall. Aim for 
those areas where the surface of the pond ripples with the force of 
falling water. Be careful of the rocks~if your line gets caught on the 

on their sharp edges, 
you'll lose the fish and 
your lure! 

Also, cast your lure to 
the south end of the 
pond. Cross the pond via 
the plank bridge and cast 
from the east shore. Aim 
for those areas rich in veg¬ 
etation and hovering 
flies— fish love to bde in 
these iitlle nooks and 
crannies. 


I 


Oasis in the <J)esert 

Continue to work your way back and forth along the highway 
between the cliffs and Sarai, exploring every area you find. In short 
order, you come across an 
Oasis, vvhich is different 
from other desert land¬ 
scapes you have encoun¬ 
tered. Standing at the 
Oasis is the traveling mer¬ 
chant you have been 
searching for. Talk to him 
to retrieve the password. 


T 

A 





Aftilily: \% 

/\r:7 

VVisdoni: { ' 

Powt r: 20 

I \p: 20 j 

llcfrnsc: 17 

/enny: 10 

Specfjl; Blind 



Ifjii /icdTr In lurr ai lim\t fiirr 
(lurtlmf ^ituatiom tm lurir nm 
fhrom^ft itw tiimutK imiudimi 
U»rr firsl r/rr rJiiiifrr ittlfi rr 

Sfr/rpfmj fimr tmsiv hitqtim 

tan (uusr ! 

bat rmnn, Ifirr nui iilrrrd itrrr 
ll'firrr Mml turn j/iurrir 
it fjurrl tinw htitifuf nrrrmfrv U\r 
une^ iff tbr, inthhtv^ itru ivirt" 

(|ii ( 7 * Ui rtwt'th flir 




( This is your first shot at 
fishing—so make the best 
of it. You should have 
picked up a wooden rod 
and a few lures while in 
Sarai in order to take 
L advantage of this secret 
I fishing hole. 





C[^^m io Qarai (5) 




Now that you have the password, return to Sarai, speeding back to the 
Tavern at the northeastern corner of town. Move behind the bar to 

engage the bartender In 
conversation. When he 
learns that you know the 
password, he allows you 
access to a doorway to 
the rear of the Tavern. 

Atop a rickety set of 
stairs, you find the black- 
market merchant. He tells 
you to head to a place 
called Sandflier Valley to 
find the parts you need. If 
you bring back some use- 
able material, he can fash¬ 
ion the finished parts. 

After the dialogue, turn 
to the row of cabinets on 
the southern wall, A single 
serving of Power Food is 
hidden there. If you have 
any money left after pay¬ 
ing for information and 
new weapons, stock up on 
Healing Herbs and Croc 
Tears at the supply store 
near the main gate. YouMI 
need them. 
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\]mfv Loo o potivriul Bunt 
fttUnk that imi ih tnnsnh'rahle 
thtnniifr frum o dhtamc, 

Biatv hath /(nJ oud \dnu in 
( tuunf mwh- ihtrmtf ih* first 
nmmi of * omhtii. flw 1 Uitfv 
iioo ini uriuhty hti oki's thr 
Htmt aiimk ttuntinq oiu' at thr 
// n* n/w’W Ivunt 
to t/.U' Ifif vfnirsvll. 


IIP: 200 
AP: m 
Potvor: 19 
l>cfcn<»c: ! !> 


Agilitv: H 
IVi^dom: 2 
Ixp: 12 

Zpnnv: II 


Spciidl: Burn aUaik 

Eniir first tomtuit tiport rntiTunj 
tUf ioUvi h n ith a pair of Ivv 
Lotn am! fheir hki thr 


Bum uwn/ iiiH) Si-ri-r Saniidier Vatley. 

f/ir/mfmr fin'h/mf I 

a Wni trasat the mw to team Burn, tramhr it hhii 
mth the u^c ot an \urum next time nni mnttf. 


You come to a large grounded hulk to the east, with a hole in its 
side. Enter the fallen vessel and move to a rusted-out winch to the 
immediate north. This activates a makeshift elevator outside the ship 


Follow the sand dune 
east and then south until 
you come to the deck of a 
massive, half-buried flier. 
You find a circular hand 
attached to a post there: 
turn it to the right by 
pressing •. This moves a 
massive rudder below and 
grants you access to new 
areas on the map. 


Speed down to the sand dunes to collect the 200 Zenny in a chest 
below. Once you have safely tucked away the cash, return to the han¬ 
dle on the flier deck, and turn it twice to the left. This allows you 
access to the rest of the map. Continue east, then south down a 
wooden plank in the belly of an upturned flier hull to reach a lower 
stretch of sand dune. 
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Qandnler ^ycMey (T) 


tfrenind is an ureii attotk spett liui mn lUmtinje entireifnmps at 
enemies shimttum^us h: 


Sandflier Valley is a bleak and foreboding place, with the skeletal 
remains of ruined sandfliers scattered about. Climb the fallen plank 
directly to the east to ascend to the sand dunes. 

Continue west past a large sail-covered mast to discover a chest 
filled with eight Croc Tears. 
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I>. G\is%s Shard 
L Iron Scraps 


i,tt out /uj(A In fhr duftfinti fti! anil tin* utd man \ ht\vl dmj ftars la 
tiark kfr hts J i /rnm. I hr diuj stiffh nnnuid thr fiit sktppiiiff [irn 
mtiiiilh I<i hiJrlk. Vafr’ fhpsr sptHs. fmh aar iarflaaifi rif/frf itmi 
Straps ar ^afuMfrr Paff% 

lit} tii ihttw spttts tilt* dntf iiuliiuivtt. Frt'w • la diij aut a /mln yt 
mufht ha hatit^l if wit mt> thr imip nr hmr prtn idat Hm lUH 
ihr !amdllit'f i^arlv nith (mh tt sint^iv idwtri Oih(*nvisi\ 
laif ariY/ la ga htnk hr thv tifd man and liarrmt analht^ sftm rl far 
an acldfJmnaf J5 /inmv 


Agility: n 
VVisdoin: HI 
E\p: H)0 
Zonnv: 0 


Poivor: 23 
Befensiv 15 


Special: I tail, Kurn 


jtih IS a panTiiul miniar spirit. ^ 

it fl/i pairnt lira ahililms hi midi 
fjjjn to a doytislaiinti phwkitl 

attmk t xpixt la be nailed rifl/r fn*qurni Hunt attacks doing 511 ‘70 
iminfs af datiuiqr a piete. U.sr Ih'diimf Herbs a.% arirvvun In keep 
wur health up- 

iorttmatefy for Mmr hh h e*AJn*n?r(v I'wlarrahli’ fa Hind altmks, 
Seirr in pariitular. f mb time Vina lars Iht SrriT tiHatk jaa ii/n 
rAfJrtt to do J50^W0 paints of damage, lay rff’ivi aiih liil him n ith 
font or bw itiiid aUatks hefttrtrfoh rtdttms to the itorfd ol spirits 


After a fierce battle, the 
Imperial commander moves to 
capture Nina with thr/ help of his 
men. Ryu jumps in to protect 
Nina, giving the enemy com¬ 
mander a brutal slash across the 
face for his trouble. 

Unfortunately, the blow breaks 
the King's Sword in two, sending 
a piece of the shattered weapon 
flying across the room. 


the 


the 


Once 


have 


the 


make 


back 


parts 


entrance 


you 


you 


way 


Iley 


nd 


Sara 


return 


Leave the ship and 
climb aboard the winch 
elevator. It lifts you to a 
higher dune. Then con¬ 
tinue rtorth through a 
few more pieces of 
wrecked sandflier to find 
an erttrance to a small 
chamber. 

Hete you firKl a spindly 
old man and his dog. He 
leads you to a mammoth 
s.ind pit out back, where 
the patts you seek are 
buried. The old fellow 
will gladly lend you a 
shovel to dig, and his 
dog to find the parts for 
you^for the modest sum 
of 25 Zenny each. Accept 
hifi offer of both the dog 
and the shovel, then 
head out back. 


CHAPTEK I:THE AVAttENJNG 


^Tightfrom Qarai ( 5 ) 

Upon returning to Sarai. you notice that the mood of the town has 
changed dramatically. Anyone you talk to speaks of being nervous 
about the Imperial troops that have arrived while you were off collecting 

parts in Sandflier Valley- 
Go to the supply mer¬ 
chant and stock up on 
Healing Herbs and other 
supplies before returning 
to see the black-market 
dealer at the rear of the 
Tavern. Make sure both 
characters are at maHimum 
health—even consider 
resting at the Inn to 
restore all of your Ability 
Points before proceeding. 

gJflWW* 

upon returning to the Tavern, you find that something is terribly 
wrong, imperial troops fill the building, and there commander demands 
information 

ent "dragon" sighTmgs. 

When things start to get 
rough, Nina jumps down 
to protect the same mer¬ 
chant who recently gave 
you the password to the 
black market. Once the 
enemy commander recog¬ 
nizes who Nina is, a nasty 
fight looms. 
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Ih'ttd inhf fUr \Unhinr Htmm nmr tiu* mnn tftttv ht a 
pair tif Uiv Sandals. 


When you return to the world map, a new road going north out of 
Sarai is revealed to you. Take this secret route to escape your pursuers. 
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Just when all hope seems lost, the merchant that Nina defended 
arrives to help. He tells you how to escape the upcoming Imperial 
ambush by going through the distant town of Chamba. 


Although reputed to be a 
bustling metropolis, 
Chamba looks more like 
an outpost- A few scat¬ 
tered buildings are af! 
that make up this ghost 
town. Talk with the armor¬ 
er in the northeastern 
part of the settlement to 
learn more about the Hex 
that has plagued the 
majority of Chamba. 
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Ihv rileftiiearss af ihc kimjs Animn ris tbf 

Itwknt I tidUm Roytd ^ ncHV f-nfe/rf-r/ dramatiialh: Js stmtt 
as vmi utn. fnul f^n^ anadwr avaptm. 


Only seconds ahead of Imperial 
troops, Nina and Ryu flee the 
Tavern, and the city. 


foirrt* 


r>»«rT 


Q’mst'oads (8) 






Head east along the high¬ 
way, until you come to the 
crossroads where you first 
discovered the fishing 
spot. You find Imperial 
troops here too, cutting 
off your escape. 


(JiamBa (9) 
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CHAPTEK I:THE AWAKENING 


I hr \hm'\ tl\mg tthHih Ut nmiquU* thr niiutint^ ufUuilk^ nmt 
nmflttps of Itrx (tmt I irn tfrt 


Go out into the town 
and talk to every person 
you can. Try as you may 
fio one agrees to be your 
guide. Once you h.:we 
talked with every person 
in the town, return to 
speak with TaJib. He's 
waiting beside the Purifier 
barracks witfi a smug look 
on his face. 


As Tahb tells you yet again how impassable Chamba is without the 
proper pmtecllon, the gates protecting the small settlement begin to 
TOck violently. With a grand and surprising entrance, the mysterious 

Ershin appears. This 
armor-clad Purifier looks 








more like a walking trash 
can than a skilled worker. 
For reasons even Ershin 
doesn't fully understand, 
she agrees to lead you 
safely through Chamba. 
After twisting Tahb's arm 
for a few moments, Ershin 
joins your party. 


The conversation with 
the armorer initiates the 
return of a band of work¬ 
ers known as Purifiers, 
According to the armorer, 
these Purifiers can pro¬ 
vide you with information 
on how to get through 
the Hex-darkened parts 
of the city. 

Visit the Purifiers' bar¬ 
racks. on the northern 
side of the city. Talk to 
the figure preparing din¬ 
ner for the hungry men. This man is Tahb, leader of the Purifiers. 

Tahb offers to talk to you after feeding his men. Agree to wait-—Tahb 
has a lot of useful information. 

The leader of the Purifiers warns you that there is no way to tra¬ 
verse the polluted portions of Chamba without specisl armor, Tahb 
suggests that you find a guide among his men to lead you through 
those areas of the city that are less corrupted and less dangerous. 


r . - 


IIP: jLI 

Agilily: fl 

AP: 5 

VVrsdorti: a *i 

Power: 27 

Level: 3 

Defense: 29 



Hus vrpnii if/ffc innh tun ui a 
i ompnuhm mtt Ur * rn hriphti 
frf nrMlffnr hi hr-inr; n /muiThil U!;' f 

fkfhirr shr h iiKn HwrprisMpyh - - 

Sfir %rrm\ hi hniJii more tlmj \hr xhutiUt Ur oUtt^ Ut. uml 
\iw fimimwndx nu nim vhr am. 

In tumUm. Irxfm ufULrs puHvrhit tj/m® in (hr prfJhtirh" uJh/< ksL 
IliflT /rrT Kiy/ tnpv, fnliin asn immth patrut (tnmipraUmks rHi/m 
intf flrr ti'hf'nrrff hmfvird fiy I'rrmirV'i. ihmlh rr\hift ii'rilrt l/rr 
stijur uUni anrnir oi cih Purifft^ri, idfuiiirn/ hrr In \Urmf off 

h'lrfffr ammmh nf dmtuttir u ilh hareh tt straUh 


^iUnk up tm Julnhtrs hrlorr irnluiituf mfn thr firx Ltmrrs 
(inuih C /rfiirfrif' allatks thuf nri/i un Jnfirhih' tun njnrrffTmf. 
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Agility: 12 
Wisdom: S 
Exp: 18 
Zenny: 13 


I IP: 330 
AP: 20 
Power. 32 
Defense: 14 


Special: Gassers require a 
turn to coat their bodies in 
poison. Chlorine attack 


Guvvm hr wttr lint in am mrln'll a turn for 

l/ri'm in fath ^oaf thrir fnii/ies m ditii/Iy pmwn, su rlimomfr thvm 
rarh hvlttrv iuinr a fhmuc Ut atkuk I frev arc n/f 

titrabir in finniiml (Utmky m nrtl os dirnt pinwat uahaull. ftmv 
Ryu and \iria fmi\( fhvm lilfh du*ir tna^nai oimho aitatk. ihvn 
I nhin tttrqii n httlnrth IHl 

If uiu on” hff Oi7lr a Gwswr'v putmi i harim* aitatk, iisf* an 
JnUdotv us iptiikh' as possiblt* I he dvadli tilvtis of tlm aitatk fan 
Ihnit* to affhti >oti iinbf ttiml rt tm inia ytmr tmnhat 


If \tm dtHidr fa rriqm/r a - C^t 

tinnip nf Uho\t\ ihm d\. allatk 

irrfhoul poiJwi Wjtj qW bv fi ^ 

tunis fm'fnim iim/jf (Tf III or fe f/s *' 

(he ^Umfs ait tike fram Ihrir - ^ 

sfjrmbrT. Hi! (hrrn Uafd ivitli a ^ 

ttaubumlian td physUnt anti ^ 

maiikat tittat A.s. Cihus r% are 
ralhrr froqile and in hit. 
atlunimt von la eUminatr al 
tmsf ant* rtvri' turn nf mrlfr tamhal 
If \mi dan t dhpatih tlhmls ifukklw \ mi iiifl fmv thr hill and 
r/iiriiil/iiq ftmv nf thvir f rmt utUuL Jhv%v dvemhiiauj aitaiks tan 
da f.lO-JOO pahtts nf damatfv in a sintftr lilnir/ 


IIP: 230 
AP: 12 
Power: 30 
Defense: 20 


Agility: H 
Wisdom: 10 
F\p: 20 
Zenny; 30 


Special: Ghosts begin combat 
asleep. Frost attack. 

l/ir lu'fh is In 

nffiiT hd Ibf'm hard and tnsf nr ^ 

jtisl iiolk uH tn. ithiisls hpqui tniv nwliT tamhnt sninul nslrvp. 
aUtminp nui InqiiiVlfv r^srripe if )nu miul. iMirn fatinq u Lhml in 
a tfntup nf other amhtrvx atlmk du* idtusl Imt, allaiviaq it In slvvp 
untd van arv midv ia vhaiinaU' rf 
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Once yoti have successfully navigated the 
Chamba, you have new challenges deeper 
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(features of the 


(Jiartina the (jourse 


A. Crate 
8. Crate 


C. X'alve Switch 

D. Valve Switch 


winding ways of outer 
within the city You face the 
mists that Tahb warned 
you of—absolutely impass* 
able for anyone without a 
Purifier's heavy protective 
armor. The party has to 
split up to pass this diffi¬ 
cult section, Ershin 
descends into the mists 
and Ryu and Nina remain 
above it. 


HP: 630 


AP: 0 
Power: 29 
nefense: 1 


Agility: 8 
VVtsdom: f 
EAp: 17 
Zenny: 20 


/tmibu'S (irrmsi la deal nidi - 
siiiiph Utnia tmnfitat ultatks 
nbir fi Ifrn' arv n^^rslurif la. and 
hailvr them nidt dimt pin\kal 

asMinli 1l/frmiqfr thrv lurwi' rtiiwifirTiibfr daaiaip\ they an* hvst 1 
iiiiliT nmrr dampTons Ihrnih an* dvaft ndh 
























CHAPTEK I:THE awakenjng 


Begin by sending Ryu and Nina to the box that you triggered 
yf>on entering this section of Chemba. They can reach it by jumping to 
I the roohop gf the house to the north* then foibwing the catwalk. The 
aate is marked ‘A" on the city 
map. This activates a pulley low 
efing the crate they are standing 
on and raising another nearby. 

Now send Ershin down the lad¬ 
der to the immediate south into 
the deadly Hex mists. The way 
should now be clear for Ershin to 
go to the crate marked 'B' on 
the aty map. This crate is still in 
the air when Ershin arrives. 


Orrce Ershin is near the crate* move Ryu and Nina off crate “A" and 
back onto the roof where they began. This raises crate 'A"* and towers 
crate ''B/ allowing Ershin to climb on top. 


You are very near ly to the city walls and out of the area of Chamba 
effected by the Hex. Head west then north, following the meandering 

catwalks and rooftops. As you 
speed toward freedom, something 
stirs in the murky waters below, 
The Hex is growing stronger and 
has taken a physical form—that of 
a giant* ravertous hsh. 

Try as you may* you cannot out¬ 
run the Hex's magic. After several 
near misses* you are finally cor¬ 
nered by the vile Skulfish, 


With Ershift standing on crate “B," send Ryu and Nina back across 
the roof to the north and along the catwalk. This time, when they 
readi the pulley crate* Ershin's weight keeps it from moving. They can 
now safely cross. 


pulh Iti ihr vu\i tmumtiakii aftrr ifo^shuf tfw 


Continue south, hopping from 
one catwalk to the next. You 
quickly reach a raised platform 
with a large circular valve. 

Wait here. 


ewft>>-^kuifSab 


nr: 2,4(H} 

Al>: liit) 
Poner: 12 
Defense: (H 


Ability: II 
VVistlum: 1(1 
lAp: 429 
/ertnv: 291 


Now send Ershin along the 
walkways below to reach another 
valve to the south. When Ershin. 
Ryu* and Nina are standing ‘oeside 
both valves, hit • to activate the 
final sequence. After a few 
moments of dialogue, the valves 
turn, and the mist slowly falls 
away. The party rejoins, and they 
quickly make their way west. 


^to the CQarkness 


niiTUinr* A ul full titiiilti n ail ef paismi th'amrd 

/mm Ihivn biu nrt^i In hr itt iap slmpr fat Itw baitlr fn f«njr‘ 


Special: A tmom Kredlh 

rfjc SkrdlA/j A a fotinidahlr 
uppumvrl, ttil/n fjr/fiin pufcm j 

rj/»f iirmJh attuik\ ihr Shtithh\ 

I rmjjfi hti'Oth k vspri toUv ihin 
f/crriM.v uhln Ut fnnwn Hnrr f UliEr 
party in n riu^m/ ll /tivj 

atliakiiitj ditnti): thr SkuHkh 
urn da M IHO ptmh afdamtHir ' 

pvr ^irikr drprtidini^-aa a ha k 
hrtna Uirprtvd I 

llmr Aj'sI attui k mpiimt (hr I 

Akrrf/J^/l k tmiural af , ^ 

hVniVniniifi r Rn# (rad ndfMi -- 

lliirn ullmk In u Se**fT fwin \mi Ihtw Irddn aikt Mippijtl 

hrr m Ukv I fridinp ffrrbx uii thr rrunl fiF/wrcd F/mraiftTv Putt I 

irnm aliin/l Ifraiintf thr tiktk al fivirjm Umdh ii d/r InijJuli', 
imumimh* iustvad m krt'phuf ail at Mmr i/»rrmlnr % tjf i70 IfV ur idimr 
llrr* SktiffA/r lrnd% fn taim ih nttmks m llir* must mjurrd tharmtvtx 

If ymi mn krrp vnnr fjmffh umi rmdmm* ht thip untn rd Idc 
VILuIfnii /runt/ fArnrarl athuk III A Imllle slirmld hr ofrr uif/nVi fnTiurm 


With the Skulfish defeated —at least for the ttme being—send the 
party west to a nearby ladder. From here they can scale the dty walls 
and pass through Chamba. 


Ershin decides that as a reward for her service, she should be 
allowed to accompany Ryu on his journey. The trio heads northward, 
toward Cray and the sandflier crash site. 
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Now head north, into a long passageway. Follow that passage west 
until you reach a short staircase 
going up. Here you find a small 
room with a door and cabinets 
on the northern wall and a stair¬ 
case going down along the 
southern. The staircase leads to 
the caged bedchamber you saw 
when you first began this vision 
quest. Go through the door to 
conclude the dream. 


You face new, potent enemies while exploring the many rooms of this 
mysterious palace. 


<]y^ew ©toOTiiiters 




IIP; 4rd) 

A^ilily: !t 


AP: fh 

Wisdiim! H 


l^ower: 411 

1 evel: 7 






(fu\ h ii ptmrrhii iranior. 
iofuitflr oi ivniblv 

iUitmtov /ti U _ 

\itui \ oiiuFiiiiiii hr i\ itl buttir 

rvU'!tth'\sh lit pnitat hrr tifmuf nith am atluT nwatbrr at thr 
fntrh 

in tnhlUkm htirii \ \ tifnitidnhtr physitat pnm‘r%\ ihr ll urrH 
niri iilithr rffrttin^ pratcithr moohs thr ( ray thr niuin 
ttf \aar tuiahal fara*% amt sapport t uinirahtr iharmirrs 
niih hi^ prtttrtthr 


IIP: 110 

A^ilily: Hi 

Al': 20 

Wisdom: U 

Poiver: .10 

I vp: 71 

I’Jefimse: lit 

/cnny: 10 

SptHMl: K<immin4 Attiiik 


ittniphriuh arr iannkUilftr 
n'iffsftffi/ ht mod 
mmih and phwual aflat k%, 

Vrw/r fj/ih finfrr tnrrptmrr ttm htr mth (i htfmtmrimf 

rush id rrlrnttr^\ asMiulh Hr Yiatyaf it\ pairnt Homimatf atimkr- 
flfj^ Lamihrad urn iaffid op la ZSH jHfitth of dattmar irt u 
siri^r*. I mkitw. VMU ivnnV hur morr than oar ofthrsr hr^^rmalh^ of 
o liaiv tyhile trm rrshitt thr drraiuMafm ot tins tpami pahitr 


^- •'_ —>■ ■ 


1 ti’: ';»» 

.\f>j|ily; t7 

y\l‘: lb 

Wisdom; 8 

PtnviT: .10 

1 sp: 80 

Dcicnsi': 2» 

/L'miy: 11 

Specitil: Wild Sivin^ 


rower: .>if i ^|i: rtu ^ % 

2K /eniiy : >1 . 

Specml; Wild Shi ^ ^ 

/fnmir^ nrr hi j M/nrirr 

h/r hi tiim f'ulfuurd ptii 

fi'ifrri Irt h'e/hifi Hnippr**/riju^^ 

I id dtmthlr annored phtr%. thr trii k (a drtrofhiQ an Irmar i\ its 
rxirtanr to niad aihnkx. . f Wri£/lr tHf ot Srirr is oliva 

enao^h ta troik ih Itfkk laropatti. atlommf Ria uad l ruv in tiimh 
it tiff tpiu kh. Hr ntjr\ ul fhr Armor s nihl Snrn£|, lllhnuijh if rairh 
>, ifumfvK n/tcinl j rrjj iriu ciijml h’rrrhi ihimui/r. 


UP; 1011 
Al>: 10 
Power; i52 
Ucfeiist': LI 


A^iliLy: 18 
Wisdom: 4 
I vp: 4.1 
/enny: H 


Sprcicil: C hlfirine Gds 

/fjvm lihs arr ri riaslv mfv id SJSt m *iSb 

itiptih and patnd aflat k, thr} 

WIT aftrtr so fast that rt rn v tutr - - 

hoi dl|i7u/i/‘i md up f(\ miph \K mqv. idlorl^.s sath as 

tirrnind arptinst rntirr fjmaps of anani imi lOwiK Krrp 
JwtJilwfrs hoffdr to tounUTait thr rtfrth trf thr tn\in ILTs 
( hhaitir attiiik 


Crash Qite (8) 


After trial, tribulation, and attacks from giant fish, Nina and her friends 
have finally made their way to the sandflier crash site. Waiting nearby is a 
less-than-patient Cray. After sharing their many adventures with Cray, the 
group falls off to sleep around their campfire, weary from such a long 
journey. As they slumber, all four share a strangely prophetic dream. 


Q? spis (Dream 


iVhdr in this drramstfipt\ umr^H/rli ttmshh at Ryu. \hta, 
und’t my. t rshin is rojrhniof ohM*ft|. 


Climbing from some underwater 
passage, the three realize that this 
is where Nina's sister Elina is 
being held. Explore the surround¬ 
ing room, taking note of the 
caged bedchamber and odd 
devices scattered about. Make 
your way to the staircase in the 
northeasterr’t corner of this floor. 
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Chapter I:The Awakening 




The trio now enters a mysterious Royal Chamber As soon as the 
characters set foot in this elaborately decorated room, two enigmatic 
figures enter from a large set of 
double doors to the east. Cray 
quickly realises that the only way 
for the parly to pass through this 
room unnoticed is to crawl 
behind a long flowing curtain 
behind the throne. 

Move slowly behind the curtain 
and cross the room to complete 
your [ourney and awaken from 
this haunting dream. 

PComfrifl in the 
^ q)esert (I) 


Ihv tuitnlwrs tn patenfht^vs n’/rr in Imuthm tm thv nvrht 
mirp ftt the Inmt ot the hook. 


As Ryu continues to sleep, Nina 
and Cray discuss their 
dreams^dreams they both shared. 
Cray quickly realizes that the key 
to finding Elina is keeping Ryu 
with them. Add Cray to your 
party and head south, back to 
Chamba. From Chamba, you 
notice a new trail that hugs the 
coastline—follow it. 


of <^irok (]2) 





As you continue westward along 
the coast, you come to a strange 
ravine called Kurok. Be carefuJ 
here; this small canyon is brimming 
with enemies and vile creatures. As 
you follow the twisting turrts of the 
canyon wall, you come across a 
mysterious stranger standing in the 
desert. 

This enigmatic figure is Rwolf. 
warrior sage and would-be master 
For anyone in your party who would 
learn. He asks you a question about 
"fools and dullards'* — when he asks 
you if you agree, tell him “yes." 
Once he knows you are of like 
mind, he agrees to teach you the 
useful Haste ability, Funher, if you 
have managed to perform a five-hit 
combo, he also offers you access to 
the Eddy spell. To learn tliis second 
ability, simply return to Rwolf after 
you have completed your dialogue. 


R- 

fJmrf/uui Ihistr frmi 
the r rn hoi rriu 

fift/r fo perfonn firr 
ifHnbfi alUuk^ for him to ItHith 
ihr poh'iU f rfifi' uffirrk. / ddv, 
irijrn mvd in toojitmtwn nilh 
Ihim. prmimrs ihv dt'imUittoq 
firmimf ^pvii ulhnifui um to 
intUi t dttttmqv mnm n ri j Jr “ 7" 

urru. f iirihvr fddi hu\ uti Ariosi ot oot\ tmt torttpomf to tiw^ W* 
frisf oi thtiT tor Sn rr. 

fo ptThmo o ttiv hit nmtftij. ittri rrius/ rum/nJ o rr’/ufirrfi Ittniv 
qnmp of vtwmivs. fThcrr vtru hur tour nr mr/n' uppmrrrtlv hiux* 
Hvii rrnf a Hum altark. fuUtm vd mmvfiiateh h\ Xino s Sn tr (hv 
vnsuituf t'fTvtis should hv nwrv thou rutfwfh ftr ruiitimr RjitJf iluit 
tKJiJ urt^ it'tirrfiy of his knim tvdqv ahoid thv ttMv aiimk. 




^Enemies the <J)eseri 

As you travel through the desert canyons of Kurok and the surrounding 
countryside, you encounter new and powerful enemles-^the most 
notable being the formidable Flue Goo. 


- Red 


UP. wo 
AP; 16 
Power: 55 
Defense: 16 

Special: Command 


Agility: 25 
Wisdom: 12 
T\p; 42 
Zennv; 25 



kvd ( ups iur oftvn in ihunp* of 
lorgr t/roups of ihrir irssvr 
hfvthrnt. tn addition to pat king 
11 ponrrfut luilloft in ioinhat. thv Ht\f 1 up tiiu use its (iJrrnrrmtJ 
tj6rf;7t to tot us fhraftmks of ifs undvrlituis uguiml a singir furgvt 
I fimmutv the Rvd t ap guit kh and vurh: preferahh itilh arra vlfrti 
nltaiks tlfut mnv lake u fvti i itps uith it 
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A. Sluice Gate Control Panel 1 

B. Short Snord 

C. SivalloH Ey e 

D. Vitamin - 2 

L Sluice Gate Control Panel 2 
(Wheel Game] 


r Mining Leader 
G. Rhoppe 
tl. Lift 
1. E\tt 


/\gilUy: Ih 
Wisdom! 48 
l\p: 35 
Zennv: 35 


IIP: 3H8 
y\P: IB 
Power: 38 
Defense: 21 


Special: Devour, Snooze 


}utipftU*s tnm httrk rule, hnf 

Jim urr /ml phim nmli. / hry -p 

(an inftkt hnrrith anntimts nt 

dammfr up Ut J.iii III* in a utuilv vJnfce In tmkv mntU’n, none, 
flin urr dtinthlr and rrkstn elv hard in hil 
.1 /odpfr|j''s fiir/v ii rttknr\s is ii mhfrrttbilih fu hrr \od Ihem iiiJlf 
Wiirn ar linm ind iimilNViJii/fjri ffJfmCv to e/nm'mdr fitrnr rpiini^ 


Agiirtv: 10 
Wisdom: 4 
Lsp: 60 
Zennv: 30 


Special; Molasses, Leech 


PusspiHiU arr Mtrprhifufh sim 

p/r frt defeoL if vou fcnmr iJir 11 ^ J 

tritk Sirnp/v Ml tMmi inlli n ^ * 

Ifonr, l/RMiPifl, dr idlaT fire hmed \peH to dvlndniiv llirni Orj/c 
iJin are ilehvr/raled, fhWr Iraqfir har/i<*v rrumfilr under am hmi v 
avvaiifj. flir' first Jinrr ^au enfauafiT n Puwponl la^i' a ojmnrM Ut 
learn Jis Molasst's spetial uUitih 


B1 

BJ 

EAI 

D 

H 

1 ^ ]l 

m 

g 


I - tfiw' 


UP: 320 

AP:5 

Pmvorr 


Agility; 13 
Wisdom: 1 
Fi^n' 40 


(features of the ^J)emi 

There are a few new nasties to deal with while climbing over, under, 
and through the sluice gates. None are particularly difficult to defeat-^ 
if you know the tricks. 


IIP: a 

Agility: 33 

AP: 4.5 

Wisdom: 2 

Power; 45 

L\p: 38 

Defense: 14 

Zenny; 20 

Spccidl: Shcidomvalk 


Mmriln as Imuf av har handle 
them r’ady LJnMir mast ene 
mie\ you lime Mr eel. Mae Gum rrirr a JMr k ei en rnearher ar vur/r 
fiaili n ith a pnteni Gnail limn th atfat lana'I flie Mrre t,nn tirst 
brUtrv mast other enemitix and viiminaie it heftm* if fir;v a thame la 
puff up tnr an asvrraJl. 


<J)ean (15^ 




, Irmv Hals are eMirmeh rviw M 
lamd/r \aa lafi olten aljlfferatr 

fj rr I’aijre i/ruiip a I ffiem n ilMmf - - 

Mtstiuuinti am dututuie. Mrhudh am hit that ivnttnh niff amuM 
Mfe aa ArTiir Jfnf-InliM afane tiphath inflnls 750* paints til 
dmniuie in <r shutie strike. Hest at ad .Iran Hats dtm’f ntUuk on the 
first tune tfii hui you all the lime vaa /l ei e’f un'rf. 


Continuing westward along the coast, you eventually reach a mining settle¬ 
ment centered around ari absolutefy enormous Dam. Miners are dredging 

massive walls of Aurum-rich mud 
through the intricate sluice system 
at the base of the Dam. 

Unfortunately, this engineering 
wonder may be destroyed by a 
rogue dragon that has been attack¬ 
ing the sluice gates. Your party must 
find a way across the massive struc¬ 
ture before the damage caused by 
the dragon causes it to collapse. 


The Dam is virtually deserted 
when you arrive. Scout about to 
find the first of a series of ladders 
that allow you to descend down 
the face of the Dam. Climb down 
to the second level, finding 
another ladder slightly to the 
west. On this tower third level, 
you find the entrance to the 
Dam's interior. 
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CHAPTCR I:THE AVAltENJNG 







ll frrn ynu han- iTos\cd thr ’n amd \luitr twad up tfw tad ■ 
dtT In tlw nartU hi fhut a Jtm (hr%t umlaim a iHiiraf 

UvatUm I ws. 






Arid who has the key to reach 
the sluice gate control panel? 
You’ve guessed itf Rhoppe> the 
oddball miner with the hot-pink 
inner tube. Engage him in con¬ 
versation to collect the key* 
then head back to the locked 
control room. With the key, you 
should be able to gain quick 
access and flip the switch to 
close the sluice gate. 

With the sluice gate closed, 
return to the second level of the 
Dam, and move along the cat- 
walk to continue into a new 
area. Look for a wooden tower 
to the southwest and use it to 
climb down to the next lower 
ievei. From here, you should be 
able to Cross a second mud 
siuice to the Dam’s final section. 


thv first siuiii* fiaU\ tlimb ttw ItidtfrT to thv narilmfst 
\tm timt a t lwst mth tthhinvtwn 'ihnrt Vn urtf just fwrftHt tor HvtL 


Vnu nrri/ If? primv ttw pumps U\ spmiim; Ifrr /Ii uhrn# ut tbv Uinir 
iptte hi futruL Spin the ditvt tioml button fa turn the u twtl Ifuir in 
a fir#rkin\r (Wfirm nniit the iiIiit/ h fff//rkhi trjj/ 

u'r «n tuimdion puint appmr uitt thv mhwr s tivasL press • tn 
hmv Cfwi /fi/i the snitch mt the tjtiti' mechanism tt n»u i e thme it 
iorreitly, the nuukhiery mth ales amt the hhme 


IJ When you climb down into the bowels of the sluice system, you are 
K fK»d with a pair of passageways, along with a barred gate guarding the 
If fluice gate control panel. Head down the darkened passage to the west 
to reach the Mud Flats at the base of the Dam. Expect at least one nasty 
l^«®DOuritef with Pusspools, vanous Go os, or even a Tadpole or two 


You are given the crank to operate 
the lift yourself—everyone else is too 
busy running for their lives to offer 
you much help now. Rush ito the lift, 
and attach the crank to the control 
box by hitting •. Continue to press 
• to lower the lift. Once the lift 
reaches the ground, your party 
climbs aboard to continue their jour - 
ney — about two-tenths of a second 
ahead of a massive wall of mud! 


You soon discover that the second gate is quite a bit trickier than the 
first. Once you've tried unsuccessfully to activate it, one of the miners 
comes to tell you that the gate is stuck. She requests your help in fixing 
it. After a few moments of instruction, you are given a chance to jump- 
start the sluice control machinery. PRIMAGAME5.COM 


Once you have reached the Mud Flats, engage the miners ijn conversation . 
Make a mental note of the odd looking feila with the tube wrapped around 
Ins belly. When you reach the fast miner, sluicing quietly in the northeast cor¬ 
ner of the Flats, he tells you how to cross the open sluice gates above. You 
need the key to gain access to the sluice gate control room. 


Upon exiting the mountain 
passage, notice the lookout 
tower to the west. The guard 
here is watching for the dragon* 
to warn the miners of the com¬ 
ing danger. Take the hint and 
hurry to the lift. Climb down the 
scaffolding to reach a large blue 
lever Pull it to lay a plank across 
the Mud Flats. 


Now approach the leader of 
the miners, sitting patiently in 
the northeastern comer of rhe 
Mud Flats. He takes the key to 
the sluice gate control room 
back from you, then orders your 
old pal Rhoppe to activate the 
lift for you. Just as you are about 
to head back to the lift, the look' 
out perched high atop the tower 
begins to ring the warning bell. 


Continuing east, you find a doorway that once again allows you 
access into the innards of the Dam. You again have the choice of two 
passages—one leads to The second sluice control panel, and the other 
leads to ^ lower level of the Dam. Before heading back to the control 
panel, dart down lo the tower level to cokect a pair of Vitamins. 


Once the second sluice gate 
has closed, return to it and cross 
the catwalks across the final por* 
tion of the Dam. Continue east¬ 
ward to enter a passageway dug 
into the mountainside. This 
takes you to the lift you use to 
exit this area. 


■j . IftiT fnetirri/ dir setimd shut r iiiite i tutfnd pnnH head ifami the 

passatfr fa the saulh. \tm mnertfe Irrtm the (Jam at fh tune, ttemi tti 
y\ the irrvi to disttnern ifirsl a pmt at lahutbie l itamim 
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(^ud Qtffs (M) 


While following the coastline northward, your party comes across a 
scene both spectacular and bizarre. As your group stops to gaze at a 
beautiful seaside sunset, the same dragon that obliterated the sluice 
Dam you fled from comes up out of the water and hovers patiently 
near your party. 



As the party stands in wonder and awe of this enormous beast, a 
mysterious singer atop a stone column offers cryptic advice and tales of 
the past. Pay the singer 10 Zenny to hear one of her songs. Pay her 
another 10 Zenny when she offers you another ballad. Continue to pay 
10 Zenny until she finally sings the song of the dragon—the song offers 
you a hint into the history and secrets of the dragons...and Ryu. 



(15) 



/\, Puppeteer 

R. Bee froop 

C \1iivor « House 

D. Che^t Monster 
[. Rumb Imp 

F. Bear Trap 

G. Boar Trap 

IF To Syne^ta 

F Store Room 

V 


bl pits are ri rn it befr* 

nrer riff lead to 

litic/rrr/mu/rrf nelJtwrJt of tan^rm btfivalU thv viUapiK It s 

nurl/j dw effort io rljfiib daoir thv pit amt (ind (tw i iirinlv af trr*asiirT% 

L _ _ J 



Continue northward to 
find the odd little town 
known as Kyria. One of the 
first things you notice are 
the odd traps laid about. 
Pit traps and bear traps 
with brutal steel teeth lit¬ 
ter the ground of this 
small town as part of the 
eccentric Mayor's plan to 
keep the townspeople 
safe. Avoid these little sur¬ 
prises as much as possible. 
Although they cause no 
actual damage, falling prey to the traps costs you time and the 
respect of the Kyria residents. 


( hun^v ihv ntilkhuf ifnhr of Itw fMirU to hni v IrsHht lead tUv 
tinmp. fUfett duntuj thv no\l hm tiUtutn amt rmotinton, tru; 
nred hvr ubditv iti ordvi it> dostnn' trtdv^ wul tninrh U> /Jrw^rrvv 
Hw aumr 



Ihii r frsttin ipiv tiu\ hvad huit thrrp lor a 

of ffrrrirL llnlth out ■ tf I ntm kivps harkhuf tip thi\ uyp 
after tft'Hiiu) the Urrrtrx \hc\ iiki*h fr* pvt o Ktinp kttm a 
pimnit CatvrpiUur 


As you explore this village, you 
come across a chest near the 
main gate. It's sitting behind a 
collection of buildings. This chest 
is actually a nasty monster, mas¬ 
querading as possible treasure. 


As. soon as you move to 
open the chest, you are 
Hung into a combat screen 
with a tno of chests sitting 
in a row. The central chest 
is the hidden beast. 
Although it's difficult to hit 
this creature, focus your 
efforts on the central chest 
until you have elinVinated 
it. As long as at least one 
other chest remains 
unharmed, the creature 
does not attack. 

Continue to e.xplore, 
talking to every townsper- 
son, and eventually cross 
the river, You find a tong 
frail leading up the moun¬ 
tainside. Ascend this trail 
to discover a soldier 
guarding a passage deep 
into the mountain. Find 
the Mayor to get permis¬ 
sion to enter this passage. 





24 


Pf\IMAGAME5.COM 






















































> ^ ,S\ Chapter I:The AwAitENJNG 






After you have reached 
the surface, head back 
across the river to take a 
stroll around the pit 
behind the Mayor's house. 
It's easy to spot, with both 
a lazy grange cat and a 
young, spoon-bearing 
child standing nearby. Hop 
down this pit trap far 
another trip to the under¬ 
ground passages. 


Eventually, when you 
have spoken to every per¬ 
son and explored every 
building* you have 
nowhere to go—but down. 
The pit traps scattered 
around the town are the 
only routes to the network 
of underground caverns 
that lie beneath the city- 
Head first to the hole 
near the liny white chicken 
that is pacing about. Your 
party falls through the hole 
into the caverns beneath. 
Hop down the steps of the 
cavern until you come 
across a chest. The 400 
Zenny you find within are 
certainly worth the effort. 
Now head to the ladders 
built into the walls of the 
cave to climb back out of 
the underground area. You 
surface in the warehouse 
on the east end of town. 


Just south of the mountain passage is the Mayor's house. 
Unfortunately, this home is as odd and eccentric as the man who has 
booby-trapped the town. As soon as you walk in the front door, a 
senes of barred gates 
slam down, preverating 
you from entering. To 
add insult to injury, the 
scene amuses the 
Mayor's tiny green parrot 
lo no end—it laughs and 
squawks in incomprehen* 
sibEe gibberish. After 
being mocked by the 
green ball of feathers, 
make your way back out 
and continue to explore. 






Just outside the Mayor's 
home is a cute little dog¬ 
house, the perfect domi¬ 
cile for the outside pet. 
Upon investigatmg this 
tiny structure, you quickly 
learn that the Mayor's 
taste in pets borders on 
the twisted. 


AKilitv::iU 

\l*: 14 Wisdom: 15 

I'mvi-r: 3« I \p: 120 I 

Ilcfcnsc: ICf /cfiny: 1110 

Spec Jill: Wild Ri^ky Blow 

Uw tkTfnmp is tiuilr it Utr 
midahh mhenan ht Uittlition 
fr# iwinq exirvnwh dmahlt^ and r 
(a f/ir^ (/rant [ 

hitn aha forricv a shirld nhkh [ 

prttk'th it tram mosi td wr j 
<ilf(nkv, Hifvii uilatkmi. Ihr ( 

tkrlraofi (/hu uvr^s Hisk\ fOmi !t 

nr 11 iUl Sjtrni/ ahdiiii's n fill ^ 

dn tisUdiaq rv\uUy 
ilannuvf Ihc Hminutp nidi 
rfMJih/iiuiiun vpHfy fnf/i/uFd up 
niih tt hurrtiiir uf ph\siml ts^ 

iitiuiks. l ump- Indh hiun Bewara of Ihe BeaTroop's Wild Swing. 

\im\ Huityu mv iir\t Ut iwfrsv causes up to 25D points al riamage 
Jihilf thv bmiv Mn^tujth nf in a single blow, 

f fa) \ I tui dot's the niuvf dam ■ 

iiiir Hr » tnrtdtd ivdhjmtr thanutm it thrir bvalth Udh brhn 
thr Hrrfranp is tiuilr tupahU' nt lukint^ tmt anymicsunttirittly 
ifijurrd in u singtr sfrikr 

tiammn uiruy ufrfiT On* ffir fnifj/J i t/i/r/d /Jrrnk^u l/hv this hup 
pens, nru an* imh an attaik nr liie# (ram stfuashimi ihh hup Hut 
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Bewara of the Bealroop's Wilil Swing. II 
causes up to 25D points al [damage 
in a single blow. 


PI\IMAGAME5.COM 




























































BR^EATH PaiMAffjjFFICIAL 5TI\ATEGY GUIDE 





The trick to getting the parrot to give you the information you want 
is not to play with it. The parrot delights in conversation, so respond 
with "We have no time for this," "No," or "Not really" to every ques¬ 
tion it asks. Frustration soon overtakes the bird, allowing you to glean 
the Mayor’s location. After you’ve learned what you need to know, 
head to the city's main gate and northward to the Woods. 


Follow the plateaus and ladders to find your way into the home of 
the eccentric city Mayor. After looting the Fish-head contained in the 
cupboard, move to engage the Mayor's mischievous parrot in conver¬ 
sation. Although you won't understand half of the squawking coming 
out of its tiny orange beak, if you approach the animal correctly, you'll 
learn the Mayor's location. 


^Woods (I 6 i 
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X l*it Irup to . Vurii King 

E. WeM (Exit from Caverns) 

B. Fit frdp to Medling Herb 

E, Slump (2) 

C. Start 

G, Stump |5) 

l>. Slump (1] 

11. Cdche of Vppli^ 



htr/ fjjia/ sprok mlh thv parmt Iwttm* inii um 

pwtirv*k’k funl tin* rrlf^rv of thv iVtmtfs \ liHiftfrr has hrrt po\hul h* 
qtiiini the vidraiur to Ihv mtody and frr Mtrir t adtm mri l#f pass 
wdvhs MHi kmm tht* VIf/nir > 


These heavily forested 
Woods are hard see 
through, let alone move in. 
Make your way forward by 
snaking along the mean¬ 
dering trail at the edge of 
the forest. 


fhi r f nfiin kimt k fur head aqainst Irrr f/Kd luu ffud to di\ 
ladqr setret of Hmics Hruindul (howfh ■ If you hit the sanw 
tree frrff rneriv /irnixri rain at sfwipuq CitltTpilluts amies Uitlmq 
doi\ii upon luu 
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’ CHAPTEI\ I:THE A'^AItENlNG 




Fy3i|«iLi 2 


Spciilil: (unJust\ rcnvcier, 
IVild Sivinfi 


atv nppmit'niy 

H fl/r <j /if —J 

itit iht^sc fiffr/;0f hmwn ivifh tfnmp vtUHl tamha nihuks ^ 11 /fi as 
koik Ulast nr lirmitui. /I siVir^fr tttiipimf rv r\p’/ mffi \ii\trptihlr to 
f\h\'Suu{ iisiiifW/. Jfl/i/fi iff um\sv Ui lonv this tikmi itntshnmnt 
itatm in \ki\ 


(Ehcounters In the <Woods 

You face some old friends and some all-new nasties. In addition to 
the crowds of Caps and FJue Gqos, you also have to face the 
eeffe Fungoid. 




Follow the trait until it opens 
into a small clearing dominated by 
A large Apple Tree. With a swift 
head butt from Eishin. you have a 
virtually unlimited source of fresh, 
juicy Apples. Each of these nutri^ 
tious nuggets of fruity goodness 
restores 100 health—so stock up! 
After you have collected your fill, 
diat with the villager standing 




nearby. 




If you've spoken with the Mayor's parrot, the vitfager becomes a font 
of useful information. You discover that the Mayor has been lost in the 
forest for weeks, settir^g Daps and trying to protect the village from 
myriad vicious woodland creatures. After you finish your dialogue^ con¬ 
tinue into the interior of the Woods. 


You immediately see a 
sign pointing the way 
deeper into the forest^— 
follow it to find a huge 
clearing. 


.VERN 5 BENEATI ' '’’HE WOODS 


A, Mira King 

B. Ile/iling Merb 


C. fAil IThruugh Well) 


[/riJfk/' ffrr* tmitiris ilutt fic hrnr’Ufb ffrr* r/fy a( htri/i, ffin rU'hiYirk o! 
wivrm bi'f/ar (ijr- ISoud'- is lUif arid umipUtaU'd fbif fmutrrn c/finufuf 
tnrthasv Itrmv vmmffh hi irntuiv inU* tiw ttfuU'rfpTtuml rktrhtr\%. 


^ U lu*hirt\ tlu' nrift urn hr /rticv^ ihi\ iiriifi'rii/irfrf i\ 

throuqh thr nuitwrous pit tnips m tithTid thrinnfhoiit thr omi. < Iff/T 
y/iu tiih thrtm^h n pit tnip, thr imp rvinaim tipni htr ihr rrst oi ilw 
ffiinw. of tin* pih urv biiiul ivndmij tmii ntmhi'rr r\irpl ht ihv 
lUir'nr v rmh r'vff. ffriur'i iT Ityo pits It'ttd rtm ht tn'tisim^ nwlfi ffin 
rtiorh wit 'ir put mitt tindiruf thvnt 

ihi’ tifsi ihvst ymi how anrss to wuUiitih hmr Itvidhoj Ihrhs 
. l/<r*ii:^ ffin pf/Tl/vii/ that haosr\ this iln^i bv //f/ifiu flirnm/fj fbr pU 
trap nrnrkid on ihv i atrrn Map. 


/I/T liirn king artirfts ffit* rfV 

brrur ii fin find thvir *ttjv 
to this ilwsl m Ihr drad imlvr ^ 

at the fcfirrn. to remh thh ^ 

t ht^t, http doivn thnimih fUv ^ 

pit trap umrktd an (hr 
t atrrn VIrj/t 

Vn muttrr niiuh pit frri/i inrr 
use to rnitr the ruimiA ffirn* 
h mity atw H'/Ji out-the hritk 
laddtT turkvd fwath rn ffir fmrfbn nvhTn tamn Von 
surtene imi of an old ahamtamd n I'ff 
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Agility: 20 
Wisdom: 10 
E\p: 1,300 
Zi?nny; 450 


IIP: 5,600 
AP; 3(1 
Potver: 42 
Defense: 25 


Special: Rock Blast, 
Body Press 


Ihv llmrmrr is ii hutfr unil ton*- ^ 

hndintf heast (hat tau nidi _ 

sHmd ti huiiv (tnumnl of dam ■ ^ 

fiilC and dish it aid jii^l ffir ^ ^ 

Minn*. Usitiij ih pafrnt Hmk Wv 

fffnsl atnifV ihv itiirfjwn tan da -"ir^ ^ 

t timrdrradir (fam<J<jr In n rn ^ * 

millr mrirr/jfT n/Hmr purl *• - ^ Si ^ 

In iniir fir\l nmiid t»l luui/ml, r- ' 

6ai r Rni Immliirm mfCl lifs ^ ^ 

hvbnd draqoa iornt tiaaimr > ^ ' 

\nu mrdimrss In/its Ntmir ^ 

5lrikr iiln/ilt Xraa in life Inifk ranks -lirf n mJ panrn an* rr/a 
l/rt'lj rni'di'ii/ri' iiquimi lliiv hvast lirimj I rs/jiii /nriianl (a takr hvr 
ptiHi' at dw frtml ffnaOs. /ran* irtn lOmrnlmU' an dvalinp ant 
damaqr nidi tfirr^l /ifnsiral imm/il H d/i (he anrsnme paiirr at 
(his (ritK \ au shantd dflvat this hrast in Ita er lliari sh (ums 


A tree stump is immediately visible as you enter a huge 
clearing. Place an Apple on the stump by pressing X. This 

lures an odd little beastie 
that looks like a cross 
between an elephant and 
a baby hippopotamus. As 
soon as this creature fin¬ 
ishes the Apple, the wind 
changes, and the creature 
suddenly catches the scent 
of the party. As it runs off, 
follow its tracks. 


IIn’ lniilL% i^MnliiiiOr (irMipprnr, sa fuflnu rftrin Hir Irmk'i 

aKrj rjpi*ariff<T nnor a i ariVfv of idife and pn fnipv so be tarahil 


The tracks lead down into a grotto on the east end of the forest. This 
grotto opens up into an entirely new clearing. Make your way north¬ 
ward, following the only 
trail, and hopping across 
the waterfall on a series of 
stepping-stones. Hop from 
one rock outcropping to 
another, slowly working 
your way up the mountain¬ 
side. Make sure you are at 
full health and well rested 
before continuing up the 
trail to the mountaintop. 


anri' ttv *rmf 




Here you find the eccen* 
trie Mayor of Kyria, trying 
out his newest trap on 
some of the helpless forest 
creatures. Unfortunately, 
his experiments draw the 
attention of something 
large, angry, and far from 
helpless. 
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Chapter eThe A'^akening 




After handshakes and fond 
farewells, the party 
attempts to make its way 
to the passage to Synesta, 
After a misstep down one 
of the many pit traps that 
lie scattered about Kyria, 
make your way to the top 
of the land ramp and enter 
the passage. 


(yeatures of the Qtvems 

The passage to Synesia is no place Tor the faint of heart. Army Bats, 
PusspootSi and Tadpoles abound in its murky depths. Keep your eyes open 
and your health high as you traverse this most dangerous of caverns, 


(Hut (W) 


. .Having miraculously survived Yolm's 
Kornfic attack, a weak and injured 
Fou-Lu struggles to rise from bis 
Sickbed- A kindly hermit has taken 
him in and bandaged his wounds 
after Fndmg his broken form washed 
up on the banks of a nearby river. 
After a brief introduction, in which 
Fou-Lu tells the hermit his name, the 
ernperor god fails back into the dark 
embrace of uncoosdousness. 


After you battle and defeat the 
awesome Marnan, a grateful Mayor 
accompanies you back to Kyria, 
assisting you in any way possible. 
Within moments of returning to 
the town, you are granted use of 
the secret passageway to Synesta. 
As ihe party prepares for a long 
journey^ a burnt and injured form 
rises elsewhere,-. 



passage to 


Q^esta 05 ) 


A. I.nlrunte 

B. VVdLcr Ikitnb 
C Am mo II id 


U\*: 1,1100 
Al»: 10 
I’lniiT: 50 
IJefcnso: 5 


A|>ilily: 16 
Wisdom: HI 
L%p: 65 
/enny: 52 



Special: feinl, Itecall 

i u(iuwrs (Iff jjimh nmrt^ htnni 
d/ibfr uppotwnh (hun thvir tit lit* 
hntlht% (hi*/tmtbiv (hv\ laii 

!tikv find gi'i r* luit untaiiitti anmuftls nt dunmpt^. (ittulh) fo trir/kt' 
mnOrn ttmm; tiwy an* mistmd lo most types of mmjinil aitatk 
I Ik’ dirvii phy^kni assauh m vtJur muinstay mpimst i uduirrs. 
then* me tvpiially no more than one pn atiatk party, wi tonti ntraii 
yimreffttrLs ngniml a (adatrt to the ot other 


- ^ 



The passage to Synesia 
is dominated by a long, 
shallow river running in a 
vaguely northward direc' 
Iron. You cart follow this 
river like a little water 
highway while barely get¬ 
ting your socks wet. But 
before you do, cross the 
river and enter the pas¬ 
sage to the west to cottect 
a quick and easy Water 
Bomb from a chest 
Now that you ve collect' 
ed the goodies sitting 
nearby, follow the river as 
it meanders northward. 
Expea to be engaged by 
various nasties virtually 
every other step. The tun¬ 
nel eventually opens into a 
large cavern, A huge pool 
fills this room, making your 
nornicil '"wade the water¬ 
ways" approach ineffective. 
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You have finally reached the city 
of Synesta! But instead of the 
HeK'ridden ghost town you had 
expected to ftnd, you are sur¬ 
rounded by a bustling metropolis. 
Go into the door directly across 
from the well from which you first 
surfaced to discover the 
Orphanage. Unfortunately, no one 
has the time to talk to you. 
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A, stairway to .Synesta LInderhaus 
St. VVeapon!»Merchant (Upstairs} 
C ttems Shop 


D. Marlok's I Souse (KaSin) 

E. Well llo passages) 

F. QrpSidiiage 


BR^EATH PMMA’4 OFFICIAL 5TI\ATEGY GUIDE 


Look for a series of stepping stones to the north, near a small water¬ 
fall Use them to cross the deep pool, and make your way to a dark¬ 
ened cavern along the eastern wall. 




A narrow passage continues northward—follow it until it splits. Head 
up the northern passage briefly to collect a single serving of Ammonia 
from a chest, then make your way back to the split. 


Now take the other pas¬ 
sage, following it as it 
snakes east, then north¬ 
ward. Expect to engage 
several waves of Army 
Bats. Attack these nui¬ 
sances for a load of quick 
and easy experience and 
Zenny. The tunnel eventu¬ 
ally ends in yet another 
darkened passage—^jump 
right in. 

This new passage opens 
into an enormous cavern 
dominated by a crystal 
blue lake. Wade into the 
water to find a natural 
staircase that grants you 
access to a series of step¬ 
ping stones, stalagmites, 
and waterways. 


Work your way up sever¬ 
al natural staircases to the 
northeast. You soon find a 
darkened passage along 
the north end of the cave. 
Pass through this crevasse 
in the cavern wall and con¬ 
tinue down the tunnel 
beyond it. 

This brings you to the 
end of the passage to 
Synesta. The city lies at 
the top of this deep, dank 
well. Climb the ladder 
leading up to complete 
your journey and exit the 
caverns. 
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BR^EATH PlVIMA'i PFFICIAL 5H\ATE0Y GUIDE 


All but one of the chil 
dren can be found rela¬ 
tively easily. The missing 
child is—you guessed 
iroublesonne little Chino. 
But this time, Chino may 
have gotten himself into 
some serious trouble. A 
tip from one of the other 
children leads you to dis¬ 
cover that Chino has hid¬ 
den in the Hex-corrupted 
underhalls of old Synesta. 

Leave the Orphanage 
and head to the south¬ 
western corner of city. 
There you find a guard 
protecting the only major 
entrance into the cellars 
and Hex-ridden cata 
combs of Synesta. He tells 
you that no one has got¬ 
ten past him—he has been 
too careful. 


Seek out a woman sell¬ 
ing fresh water. She offers 
to sell you some of her 
wares before moving 
back to her very best cus^ 
tomer—the city guard 
you just spoke to. While 
she is selling him water, 
rush past the dullard and 
into the catacombs 
beneath Synesta. 
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Climb the stairs to investigate an abandoned storeroom. On the west 
wall is a small cache of 80 Zenny. Pick it up before moving toward the 
doorway in the room's northeastern corner. 


You descend ir^to a large abandoned mess hall. Use the decrepit 
tables in the room to traverse the piles of refuse and overturned stor¬ 
age jars. Check the cabinets in the kitchen area to snag a quick serving 
of Protein. Then head to the .southwestern corner of the room to move 
on to the next chamber You may need to adjust your view to find the 
exact location of the doorway. 


You now encounter a 
long series of staircases — 
all heading down. 
Descend into the depths 
of the catacombs, passing 
through a doorway at the 
bottom of the stairs. 

In a barred ceil tucked 
neatly into the eastern 
wall, you finally find poor 
Chino. A barrel blocks the 
cage door to his cell — ^you 
have to find another way 
in. Check the next celt 


You find a pair of cells with barred gateways on the eastern wall. 
Head to the cell farthest down the hallway and take special note of the 
floor. A hole in the floor has been boarded up—stand on the boards to 
fall into Chino's cell below. 


over for a tasty new 
weapon—’Raptor Claws. 
When you've fully investh 
gated this level, move 
through the doorway to 
the north. 


Fallow a long series of 
stairv\rays to the lower lev¬ 
els of Synesta's underhalls. 
You come to a long hall¬ 
way with a pair of doors 
on the eastern wall. Head 
down the hallway and pass 
through the doorway to 
enter a corridor. Now head 
west along the corridor 
and down a staircase set 
into the southern wall. 


You find another staircase, this one going up. Climb to the upper 
level, beading through a doorway on the southern wall. Again, you rnay 
have to adjust your view to see the door. 



(Jpesismi 


\\V: IBU 

Agilily: 4.1 

AP: 

VVtstlom; H 

4'i 

1\p:11 

Defense: 12 

Zenny: 2.i 

Spetial: Snap 


fmi rri(/m/v «ri’%iif/rrn- 
rntfii ifmdfr n itU umptv hit 
ptiinh and paiivr to tmt 

vtvti mtr mast fmUmt ntUaks AfrVr iirr tmiU* ththtiTs, and 
oHnf diUhidt ta hit 

tuur /ifsi frri i> ta altatk thrm vn ntmsc ar tirra Hh'tf sprth 
uiffj m Hath Htast ar lirvamtl ta iitflht strums dinmuft'. fmjr anh 
iuhtiutu<ia lies in fhv ivudt'm i /ur a llr^irvi' la /Ire if il t\ untuam 
ht’rnt ar autitununl 




nv.mi) 

Vgilitv; 11 

\P; 10 

VVisdanii 1 

PiHvrr: 4H 

t \p: 70 

Defense: 12 

Zenny; 10 

Special; Jump 


lUlmtuih man* dtmdi It ‘ t ha a 'im ■ 

J/riir tia\ rathml hrvthfni 
Kuuf frrv fwrjL f/ir fu 

mtiiii mar ul/fiili.i. /?u(i</*rs arv ipawmlh rvyisUmf ta mmf mutjhtd 
tiitmkx makimf dirvit phs'sutd assault xaur mast praduitivc nnUv. 
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Have Cray push the stor¬ 
age jars out of the way, 
then talk with Chino to fin¬ 
ish your journey within the 
tainted bowels of Synesta. 


<Back in the Orphanage 


With little Chino safely 
back in the Orphanage, 
you gain a new lead on 
what happened to 
Princess Elina. According 
to Chino, Marlok, a local 
shop owner and trader, 
was the last to be seen 
with Elina. Head to 
Marlok's house in the mid¬ 
dle of town to "discuss" 
the situation with him. 


Marlok is impressed with your victory over the now dazed and con¬ 
fused Kahn. Stepping over Kahn's fallen form, Marlok invites you into 

his parlor to talk. After a 
few curt words and puffs 
of smoke, the haughty 
Marlok tells you that he 
was asked to take Elina 
into the heart of enemy 
terrflory on his sandflier. 
He agrees to help you in 
your quest—after you 
help him first. 


Qjptesta (^arket 


After agreeing to capture a thief who has stolen goods from ifie shop 
owner, your party files out into the central market of Synesta, leaving 
Nina in Marlok's "care." Speak with every merchant and traveler 
about the thief, collecting clues and looking for leads. Your inquiries 
lead you to a trader 
standing near the main 
gate to Synesta. He tells 
you of a suspicious char¬ 
acter sneaking out of 
town and heading down 
the Eastern Highway. 

Head out the main gate in 
search of this fellow. 


^}{ar(oks ^ouse 


Dropping by for a visit 
with Marlok is a little more 
difficult than you had 
anticipated. Kahn, a huge 
hulk of a bodyguard, 
stands in your way. There 
is only one way to Marlok, 
and that's through Kahn. 


I iP: 5,000 \^>miv:40 

\P: 10 WKdom: HO 

Poiver: 42 t\p: 1,(JOO 

35 /enm: 0 

Special: Focus, Shout 

Kuhn fs a pnily Itmtih nut tu tnuk, and nnv af the tlr\l 
vnvmwM tm ftnr fa fakv tail mhaainqr td simiat uttink ^., Idd 
Ifj hi^h hit paint total and hh ftr inflki humlrrds at 

points iff ihimatp' in a siruilv hhJii. /inuifr. hr* tin parthuhtr 
i ulttrrohiiiJy, makintf iit‘fc‘o(in^ him a hmtf and diffnuU prmass. 

Hath Kahn's Shoal and lOiUs ah'ditirs arr rxiri'rnrft ^iinnl 

niimtt imi to >rnrr lihulr ot vm*taw\ ivhilr touts hutrascs 

thv vffnUivm'hs at soar nrvf attatk, Sprmi •o'lvrai tarns tiaardiiut 
ffj Iram tmlh abilifivs. 

IttiTyou hatr paktd Kahn's brain tor iondud ttHtahtpivs. thiish 
hint aft. \iiia s ranj^vd attotks are the frost vtlit th r in hoi 

diiHj Kahn^srl hvr in thv nw rank. Cnf him don n to sizv ivi/h 
l<\a'\ dura iJrar/on ionn and ( nty \ panirfat ptnsitat strikvs. 
tinolh. ha\ v i rshin lay dim n w\ vrintf hrr irsijin u d( dmn (he 
inupfrity at Kahu's ntUaks. t ntdn's thuk. troshhio Ukt armor pra 
huts her Train niosl ul f/ji' danaufe 




[Trap m ffir fun n s itji/v 
nropmrs mr^nhonlL on Orr upper 
Hoar of the tnn. Upqradv all fd 
umr irropons. pnn inning a 
\Ui^h ILoriif for Vino, ii Steel 
Hot torirav. and a iira/utivov 
for Ktti thf^enen nropnns niff 
aid YOU in the (ondm^ hatttr. 
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^Eastern ^i 0 fiwa-^ (19) 


'Travel up and down the 
Eastern Highway, seardv* 
ing for cin encounter indj^ 
cator. When you find 
something that you can 
explore, do so—you find 
the bandit resting at a 
small oasis. As soon as 
you mention Marlok's 
name, this skittish little 
fellow flees to his Hideout 
to the north. 


The Hideout ts a series of 
tunnels carved into the 
side of a small mountain. 
Crates and odd barrels 
lie throughout the nar¬ 
row confines of this 
winding cavern. 


hideout (20) 


Chapter uhe Awakening 


You've finally found the 
thief—now all you have to 
do is catch him. But this 
speedy fellow makes your 
job difficult You can't out¬ 
run him. Trap him by mov¬ 
ing the many barrels to 
block escape routes. 

Use Cray for this job. 
Barrels are conveniently 
located near several nar¬ 
row cavern passages. Have 
Cray push a pair of barrels 
into one of the choke- 
points by pressing X when 
standing beside one of the 
barrels. Then corner the 
weasel! When you are 
close enough to the ban¬ 
dit, press X to finally cap¬ 
ture him. 




After catching up with 
this speedy fellow, you 
learn that he was simply 
taking back what Marlok 
had stolen from him. 
Moved by the poor man's 
words, Cray and the group 
head back to Marlok's— 
empty-handed. 


(Return to 
(^arl^’s ^ome (18) 



Marlok is far from happy 
that you let the "thief* go 
free. He quickly sets you 
to another task — helping 
his workers at the 
Sandffier Wharf to the 
north. Leave the crty to 
begin the journey. 


fWk up ii iiuntinr rr^/ Ihlurai hin*s hrhuv iruiiuq (ttr iitt* 
Sintdllit'r HTrnrf f ftMup opptfrtHmliv% liv ahauf 
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Crossroads (21) 


As you make your way to 
the Sandflier Wharf you 
come across an encounter 
indicator. Explore the area 
to discover a sign telling 
you of a local fishing spot. 
When you leave the area, 
a new road leading to the 
northeastern corner of the 
desert is revealed to you. 


Qpot 1 (22) 

The gentle shores of this quiet woodland lake make a great place to 
do some fishing. Cast your line among the reeds and rocks to catch 
the largest fish. Be careful when drawing your line across rock 
areas—the line has a nasty tendency to get caught on the sharper 
edges of the stones. 


Some of the best fishing can be found on the extreme edges of the 
map. Wherever you see insects buzzing above the water is usually a 
good place to cast a line. Watch for the shadowy form of a fish swim¬ 
ming among the reeds. 


Qanc^ier ^Wharf (25) 


V I Oiiuina l>o<.k It rdfie tidme) 


II. Warehouse 
(Kfirrel ik Mr 


The Sandflier Wharf is a 
bustling center of activity, 
with frantic dock wOirkers 
scurrying from job to job. 
Speak with a large burly 
foreman standing by the 
warehouse to begin your 
duties. You will quickly be 
set to clearing out and 
organizing barrels and jars. 
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CHAPTEa l:THE A^/AKENJNG 


M;fir to viimmaU* thr 
iittf hn*krti hiirrets andjar^ 
i^hdt \ttnkimf ail Ihr 

rtTiiJf jan fn 

dit’f'r rt“S/in fn a sHtraqv urvas. 
(iw t mi' pusli dw bam*h 
imc/ /riJfii In |jfmr 

fii 

liiiv 

>f(«A a /nr in the far 
\Utniqr arvtf amt if 
iMinrl ht thv barret ^tannp' 

Jinn IfliT iriff liffir l/ffM' 

Inn iini/nium f'n Irnii* 

tnfiJif ili'vfrnv «lf rrmtiininq 
hmeh and jitr\ with a wriers 
\if J /ifflh If ffrf^ i\ 

i/ujir ^^iff 

rnejir a tiuqa tinu* iHJifjjv, 



After you have cleared 
Qut the warehouse, you 
are given another job by 
the foreman. This time, 
bad a sandflier using the 
dock's heavy crane. 


hinr uuund fniA h fi> staik a 
luinr pilr at (rates attla a 
\umH\wt Imrtiv nmh to 
Ireii' nfi u tradimt utkskm 
lea (rates need ta he Untdeil 
I hert* h an Irai. la this 
iljrillivjf/c* ll aUlf rhi' 
rail Im Ihr fraai* fii if ram 
f/f ihr Inai/iia/ area 
11 lira llir %faaljJiL is da ettlv 
mrr ihr trair yaa nf%li ta 
tiil nr i/m/i ail hit • ta arff ■ 
late the iraar let the shad ■ 
UK sfiilr hrliitr nai attivale 
ihr i raae- as it it ih 

hard fa /rut A 
Tiai tar the tm/hfit/hh^tt 
htae ufi/ares a hen Ir^adim; 
llir sam/fher far rren tmte 
that tna fniiJ. ^iia reteitr 
iOd i/ame fHNnt%. f/iK 
rnannrtl is difahier/ ta it 
the t rate ts laaiini mta a 
hiqhiiithtrd Mature 







With the warehouse cleaned out and the sandflier loaded, 
your duties to Marlok are complete. As if summoned, the 
bloated merchant arrives 
at his wharf, with Nina in 
tow. -As a reward for your 
work, the entire party is 
given Marlok s special 

room on the sand- 
flier, As Cray, Ryu, Nina, 
and Efshin remain boxed 
in on the ‘flier, elsewhere, 
another finally escapes the 
confines of injury and 
unconsciousness. 


rj^un^ns (Home (IT) 




tivside laud u s hed i\ a dfiiri 
S(f(Y* tTJfir game 


After the long and painful 
process of healing from 
his severe injuries, Fou~Lu, 
the emperor god, rises 
once again from the 
dead. After a lengthy 
conversation with Bunyan, 
the man who nursed Fou- 
Lu back to health, the 
emperor is under your 
control. Send him down 
the mountainside. 






,1 (he\t tauimtimi frnj dnsrs at 
Prateiu am hr* htutut hehhid 
liuuvijn s house. I tend Inuk uad 
piik il ap hehtre vrHi make 
vniir rrav dtmii the maunlititL 


Follow the twisting turn’ 
ing trails that meander 
down the face of the 
mountain. You invariably 
encounter the occasional 
Snapfiy or Zaurus. 

Dispatch them quickly, and 
continue to descend off 
the face of the mountain. 
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(yeatures 




You eventually come 
face to face with your 
arch-nemesis—the cunning 
General Yolm. Somehow, 
he has found the emperor, 
and he brought plenty of 
Imperial troops to finish 
what he started. As if the 
troops were not enough, 
Yolm has a few nasty sur¬ 
prises up his sleeve. 


Although the ride was far from 
luxurious, the parly has finally 
arrived in enemy territory aboard 
Marlok's sarrdflier Wher^ tfie coast 
is finally clear, the small band 
comes out of the storage 
container in which they were hid¬ 
ing to continue their search for 
Nina’s sister, Elina. 


(24) 




Once again. General 
Yolm is one step ahead. 
The Khafu that Fou-Lu just 
defeated is but one of 
many that Yolm has 
brought with him. 
Recognizing the danger of 
the situation, as well as the 
path he must now follow, 
Fou-Lu assumes his true 
dragon form and takes to 
the sky. Yolm's forces pur¬ 
sue with merciless intent. 



IL. 

Hi>: nymm 


AP: mm 

Wisdom: I2k 

I'rmer: 

Up: 22,out! ' 

Defense: 22(t 

/enny; i) 

Speiiiil: 1 Idrkhf Icime, 

1 ircuind, (k-til 


Wiulu is a rnirjuv kimrdii ^ 

biv hrust, fu^rlath smtvti b* 
imiUtui htti I tt s itmmirltif hitlr 
b* a tjobivn fimu n \nt tmh is t * 

tbr hlmhi f yUmndiiumly ^ ^ " * 

i tiii tihhb'niiv ihi vmpt*T 9^ 

nr % /luirrmr hnii in ii^ 
hrolnms 

biwuHliiitch Irtimbtnn infn MM 

Im I ii\ ivfm/ Dmf/rw ff*rrjf /n 
I bm ft 

m'rri Hw Qdik'tt durabiUh and fudrr btisttl ^nnirrs this lonu bus ht 
tiHrr h Vffrrri iiv thv tnmsiimnafiim is (t$mpirii\ bfijin pmimfimi fht 
khtihi iiffJi pjjfrnf Intsi Siiikt' utUuKs. Iiju iUii iiJ this nin/r 
slrmts hini nithin iattt Uims. 
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Head north along the 
gangway to reach the vih 
tage of Kyoin. This tiny 
satltement is centered 
around the Causeway* a 
magical gateway that links 
the two great lands. 
{Replenish your supplies 
and rest ai the local Inn 
before venturing inio the 
Causeway Temple, 


The Causeway Is 
surprisingly easy to get into, 
with no guards to fool or 
monsters to defeat. Climb 
the staircase to the entrance 
to the Causeway. The 
Causeway is domirtated by 
a g^ant shaft that bisects its 
many levels. Speed through 
the doorway at the top of 
the statrs overlooking this 
shaft. Then head to the east 
and outside. 


(Jauseway ^emp[e 
^l^ant Q^de) 


A bizarre elevator con- 
traption waits for your 
party to climb in. Board 
this elevator to gain 
access to the next level of 
the Causeway. After you 
have made it to the sec¬ 
ond level of this enormous 
structure; continue 
vaguely eastward. 


Continue eastward, foh 
lowing the winding halh 
ways as they snake 
through the Causeway. 
You pass through a long 
hall with rooms on either 
side. Investigate these 
rooms, collecting any 
goodies that you find. 
After you have finished 
exploring, find the stairs 
leading to the third level 
of the Causeway. 
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. iUhliUfilf (Iw 
(m fin% no otlkial 
t;ifurd^. i7'v i nnt fiirt/ 
iuwu% mifnstcnf Ismit/htmts 
BamHlx and rrr f/ir atra - 
^/urrnf Ifrni^c- warn Ifw imth 
ui llm sfriitlurc^/Uii hokiiuf 
hr a frqltff 


t ftan^r pi’nprrlnirs frrrjnr'ndt In sr*r* lumi h spot r/nnnints. 


Drop into onv nl tin* lionr 
linn In r/Kmirr Ifnv /rirr^r* vlor 
rxi^r* mom. ,1 llm*o pot k of 

Ihrhs i\ in n i nbi/rol 
ahtu) J/jr iir'sf iinff. 


V. Start 

It. I Iciilin^ I lerb - 3 
C Glass E>omin(> 
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fliTr iJK- 

(IN (T f^r purimr ot thv tvn 
Irat ^htitt fhat rum Ihrinufh 
Uir riiiirr hiiHififUf - if is an 
demtor Ihr il la rrlirm /n 
tn vt nt iht' i fjuu'ii fiv tn 
tvhit h vtnt hmr Urm 


Upon arrival at the top of the Causeway Temple, you are faced with 
the mystic gateway. The lift that brought you up descends, and the por^ 
tal to the Imperial homeland opens automatically. Its all very easy...too 
easy. As your party Is about to leap through the gateway, an old foe 
arrives to make your life difficult. Very difficult. 
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The third level of the 
Causeway mirrors the sec¬ 
ond. There are similar 
long, snaking corridors, as 
well as the same shaft 
that dominates the rest of 
the structure. Move gen¬ 
erally westward, investi¬ 
gating every room. Dart 
north from the main corri¬ 
dor to discover a Glass 
Domino in a chest. 

Make your way through 
the twtsting halls of the 
Causeway until you come 
to the stairs that lead to 
the fourth level. Head 
eastward to reach a door¬ 
way leading outside. You 
once again find a 
magically powered eleva¬ 
tor—this one allows you 
to reach the final level of 
the Causeway. 




HK: 6,000 
AP: 100 
Poiver: 52 
Defense: 35 


AgiUt> : I 
IVisdom: 4 
F\p: 2,000 
/ennv: 0 




ft 


Spetml: VVhirhvind, Sever, 
Cvilone 


pid. y urniJid h an 
titufr\ thiutint) tna ftshHi death ^ ^t 

tiunhifif'- Irmnimfhan 

ifrtashtfhu^ array id i 

dd m itddHitm (o an L 'asm-, mi 

itmazintfh hiqh hh paint amni 

Ymeihutihalh mn'^i’unthr ' 

ijwisl S(teiyfi(id (fjdJtijdNv 

\nmhut tan hr tnnlnwil and -^V jF . 

fiwo* Aid (dnHdfmM* H-dfi fhi* ■ 

hVrn fJk# fijfffjii ifp ndh ^ 

/di 1 'i(V r/l (illur fi v i (hen \ inn htt( 

is aft hahintt\ I uinnjv iimdfff is mhut H\n and \ina Ut hit 
f mn/itd iviiti n /rfrn'd(d sprtf tidlmird in t rshni v Rnplttr i hm 
afhnk. I his hpu adv hdikts TOO paints at dmntniv itt aMnqtv turn 
hetutrt' id i vthmr ffntl sitiqlr ahdi!\ ian dent JHt paiitis at dnia ■ 
iup' to n fT» fm’mh(T fd vtu/r porh. Kerp n rr^fnir s finfd/d fd^/tr 
thr ndiimiimi 2^0 pndds di(d 1 imv/m/Tifn inflii f in a simdr tin a 
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r The Cayseway Jocated 
IJin the (mpena! homeiand 
^ is a virtual mirror image 
I of the orie you just left. 
Fortunately, this time 
around, you start from 
the top. Take the elev*v 
tor to an outdoor 
entrance to the 
Causeway's fourth level. 

Wailing for you on the 
fourth tioof of the 
Causeway is a mystic ele¬ 
vator Use this device to 
access the other three 
I floors quickly. Unless you 
want to collect assorted 
items or ej(perience, 
don't explore this build¬ 
ing. Head to level one, 
then exit the building. 



fnfferf u I iUunin 

fnm ifw rvmiumis itf a riiviti 
fjhruri Oft ttw sttunti fioor 




CHAPTER l:THE A>}('AK:ENING 



You exit at the base of 
another enormous 
Causeway Temple. Chat 
with the guards at the 
main entrance to learn 
that you have traveled all 
the way to the far-off land 
of Astana. Corvtinue down 
the road to the south to 
exit the Temple area and 
explore the rest of this 
exotic land. 


^stana ( 26 ) 





Traveling south,, you soon 
come across the bustling 
city of Astana. Standing 
near the main gate, you 
can see a huge weapon 
known as the Carronade. 
Wander about Ihe city to 
learn more about the 
weaporr—and the town. 

This town has a Weapon 
Shop, an Item Shop, and 
an Inn. ftest and restock 
your depleted supplies. 
After you have collected 
as much information as 
you can about the town 
and the Carronade, head 
back to ihe main gate 
and leave the city. Make 
sure you have learned 
about the Aqueduct 
before you depart. 
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l(Jii 11*01' timl hi ihtiuge vtmr pmfHnihr rppt*ittvdh tn \ec l/n* 
nuitty hddyrs tmd rcjiiioflts vi wlieTi^ itmnufhimt Ihv hiuvdiHt 


M 


I iimh the tint ImUtet \rm 
i'fuinmter tm dw h* 

fiS4 end hi a hhihcf IrivL bm 
fbw/ u ihed ttmUtittimt n \miie 
sen inq at 


y^queduct (2?) 


The Aqueduct is an impressive, 
multilevel structure, with scaffold’ 
iug running along its length. 

Climb a series of ladders until you 
reach the very top level of the 
Aqueduct. 


Make your way eastward 
along the top of the 
Aqueduct until you come 
across a worker manning 
an enormous winch. Upon 
your request, he raises a 
makeshift elevator for you. 
Use it to access a new 
level of the Aqueduct. 

Climb down to the low¬ 
est level of the Aqueduct, 
using the scaffolding to 
cut across to the opposite 
side of the structure. 

Climb a ladder to the second level, then head eastward 
until the Aqueduct dead-ends into the mountainside. 
Collect the 500 Zenny hidden in a chest there. 
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■SMESnTtVRiT'T .T 

w 




HP. 1,000 
AP: 50 
Poiveri 52 
Defenwj: 35 


Agility: 200 
Wisdom: 5 
E^p: >0 

Zennv^ >0 


Special: Frost, tckle 


ffi(^ Luu i mml is ti md piri/i rn 
f/it‘ nvtk if nm qhe it emttqh 
Hmv to hewmv a pmhfivrt £j<iu 
ffTwritv list u pulent I rust aUtttk that srrkimhifnmaqrx 4r/n( rnn^r 
htTs ol war party liitkily ynu arr t/iirn u srifid turn bvhri* iheu' 
imU*T basi'd tiUmks heqm la hdl Use this htnt to menih*%ih piim 
md dm fiun Cmtut a ith /ire tmd phnifuf nfOrik^ A (am F fmnf iv 
rjiliirff/i' mare lulneruhte itt tinrr assmtlt during ttmi fmi tTmlai 
turn-nmt luti and il fmames tlud mmh murr ddfiinii In ddcvjl 
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\Uikr Mtn* that I nhiti is spmiimf fwr Httfttitr (htfmv trntm ■ 
util inUi ffrf% iimit/ctirr Hrn «irff/iurr thu’^ rUtti tlunmfv tn Uit 
uunwnms tnri<>rA onJ that populnh' Ihh Uusr. 


After you have lined your pockets, head back to the scaffolding that 
\ cuts beneath the Aqueduct. Take the ladder that leads to the upper 
'■fevi*l of the Aqueduct Change perspectives to see the ladder properly. 


Climbing along the upper levels of the Aqueduct, continue east until 
you find an access door to the water system itself. Jump inside—this 
waterway takes you directly into the heart of Astana Base...a place that 
looks very familiar. 


^stana (26) 


Chapter I:The A'j^'ak.enjng 


* 

1 You emerge in an underground 
dungeon—just as you once saw 
in Ryu's shared dream. Every 
detail is exactly as you remember. 

^ ^ - 


'vi!5SJG.\' Tip 


inUi mw uf tin* shir nmms 
ai the bnse of tht in dis ‘ 

twirra fifr V/ifr/id. 

L_ 



Continue through the 
dungeon halls to the 
northeast corner of this 
level- Ascend the staircase 
you find here. Continue to 
climb, moving eastward 
through twisting passages 
and long halls. 

You eventually come to 
a co 2 y room with a series 
of cabinets on the north¬ 
ern wall. Investigate the 
bureaus to find a valuable 
Magic Shard. To the south 
is a staircase leading to a 
caged bedchamber—to 
the north, the royal sitting 
room you remember from 
the dream. Head north¬ 
ward to see just how 
prophetic your vision actu¬ 
ally was. 



As if on cue, the mysterious Lord Yuna enters the chamber. Scurry 
behind the flowing red curtain to cross through the room without being 
seen. After you have made it past lord Yuna, enit the room quickly. 



Despite your best efforts, Lord Yuna has somehow detected your 
presence. Using arcane magics the likes of which you have never seen, 
Yuna teleports into the hall directly before you. With a large contingent 
of Imperial troops, your party is captured, and your search for Elina 
ends...for now. 
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S[udia (29) 


Chapter cfTie Endless 


accompanies you as a new 
member of your party. 


He;ad to the neighboring 
building to the west. 
Downstairs you find a dis¬ 
gruntled, but extremely 
well equipped Weapons 
Merchant Spend, sell, or 
trade what you can to 
upgrade your weapons— 
the Reed Baton for Nina, 
and the Kalzbalger for 
Ryu. Getting these new 
weapons should be a top 
priority. Sell off your older 
equipment to finance this 
upgrade. 

Speak with the local 
townspeople to learn 
more about the purpose 
of this outpost. When you 
have finished exploring, 
make your way east along 
the main gangway to 
enter Castle Ludia, 


The High Council has 
assigned Scias to look after 
you as you journey through 
the city. Go to the city cen¬ 
ter by exiting through the 
door behind Scias. He 


After your capture deep within enemy territory, Nina, Ryu, Cray, and 
Ershin are returned to the Alliance in disgrace. As chief of the Warens, 
a tribe of superb warriors, Cray is held to a higher standard than the 
others. He faces trial by the Ludian High Council on charges of action 
against the Empire without the permission of the Alliance. To make 
rrratters worse, your quest to discover the location of Elena has also 
been cut short. 


Heartbroken by the foul 
turn of events, Nine sits in 
her room within the city of 
Ludia. Once you have 
cleaned the room of every¬ 
thing useful, head down¬ 
stairs to meet your new 
companion—Scias. 


HP: 62(J Agility: 55 

AP:5t V\tiiJam:42 

Power: 55 level: 15 

Defense: 56 

SpeddI: I rosl, Sleep, 

ShiningBldde, Heal, Purify, 

Confuse 

Stiftv is it skittrit anti tlistipiinrd u arrffif. lupahh* td thshintf imt fer 
rifn ihwwrp' tridi Shr iisr at Uiv dmddr hlodvd taini'dtt itirtiwr. 

Sam is un (rt/epf ifjirfrtff td mai/n, pmsrs^iiui tt tunHy td \prth Ui\ 
spaitiliy h i i nfer m/n/xti mid hivUmi spvUs I hr most pun ^ 
tTiuf iihdilv fi! fij\ disposut is llir mvvfn ti putrid 

itUmk dwt iuduts imnifli dmirnttv 








the nttmtnrs in pnrrtdhrsrs rt'kr in hudiims an tin* tvnrtd 
map id thr (rant uf the btmk. 
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CHAPTEK JhTHE ENDLE 55 


fj7c:(Ia ^udf/j 

upon entering the castle, you are prohibited from visiting Cray. He is 
presently under investigation for your intrusion into enemy territory. 

' After the humblest of apologies, you are asked to leave. In the castle 
courtyard, Nina decides 
that the only way to help 
Cray is to go to Worent, 
capital of the Waren 
nation. Scias has been 
ordered to keep an eye on 
Nina and Ryu, but not to 
prevent your free travel. 

With your new party mem¬ 
ber in tow, head west on 
the main gangway to exit 
the City. 


Cyyw (^tcounters 


Unlike the arid wastes of 
the southern desert, the 
land surrounding Ludia is 
lush and green. Rivers, 
bridges, trees, and bushes 
define the geography of 
the region. 



ISES2 

nr: 120 

Agililv: 70 

AP: 20 

Wisdom; IS 

Pouor: fiU 

Lvp: 170 ' 

Defense: 42 

/unny: 60 

Special: Double Bloiv, Might 


path stuitr wrimts 

jtunth uiU* suth u similt pmk ^ 

aijr, Oumr far mintc nrr 

smiw at tlw mmt ittaupram appatwnls yau fair. Il iffr liVu 
HpLidfiJ ituT tttii infUit tip la JOO paiah ai itamatfc in a 

situftf' hltm. il/irn thrir Dtuihtr ttUm ahiiih. thiy nm 
iiurvttsr tlm (otut ta ifUirt' thtia JW painh liimth \itUnmp\ hmv 
(Jrf (IS ffu'fr \fjfJn fir f7n7fir<’rt to uiuieJ (hr 

atttuks at others . K n itb \tti \rihn, v frtir fir^f Uef a %impU\ tmi 
, \fwU for imfititfiml\ at an rirf*fi-f'ffrvf spvtt iiirfr ffn'u hrd 

for tort^cr proup\ 


From Ludia, head north toward the 
town of Shyde. As you pass the 
crossroads where four roads meet, 
keep an eye open for an encounter 
indicator. Explore every area you 
can on your way along the north¬ 
ern road to Shyde. Eventually you 
find a lightly forested plain contain¬ 
ing a sign. This sign gives you 
directions to a hidden fishing spot 
to the west. 


III': 000 

Agililv: SO 

AP: ^6 

Wisdom: "lO 

Poiser. 62 

l vp: 200 

Dclense; S6 

/enny: 6S 

Special: Mare, 1 

1 ireblasl 


Hni Uciarcfuf ii firn 

pUint iri'atim lran\torm^ irih^ ^ - 

Ifwdt'adh'tiri' Kl id iifrm affm Aft/fn mri ffriwr/mW 
fira I Lid fair riffwJt ruTV turn nitft patvni fhirr ami fitrhlust nliili 
ties that intthf sipnifuanth marv dainmp* thiin u normul IIyd s 
runep'it atiaiL Lhr a natvr haM^f atfutk to rrrrrl ti fire fl \ d to ih 
iirinii^if ftiniL 


HP: 100 

Agilily: 1 

AP: 20 

Wisdom: SS 

Poiver: S6 

lvp: lao 

Delense: 2.S 

/enny: 50 

Special: Speed 


\ti{ Infirm fire esfh’iialh trtis Si 

Irtifmy Iff di'rd riilfi Vfd 
imfy ffiij IfjfH intUit lonsider- 

ahlv tkinniift' mfuinst tnvmhers of unir porlv, bat fttryn' ait hot 
iiapassihtf la hit IKf // hm teirt ntmptai atlufk sath as Hant. 
iiren imh or fddi. ffn fiifsr llipi rm/i Imji i' lOtf hit paints, mil nffmA 
that I f/nfiff h is a dvudh anr. 
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Ocean Qpot I 

Head west to reach this Oceanside fishing spot. You can access this fish¬ 
ing spot only if you have encountered the sign while traveling the 
northern road to Shyde. 



This fishing spot consists of a long beach capped by a rocky outcrop¬ 
ping to the east. These rocky areas are the best place from which to 
cast your lure. You should be able to see a pair of buoys from the 
northernmost outcropping. 

The best fishing can be found among the rocks standing proudly 
against the surf. Be careful—the same rocks that attract the largest fish 

can also catch your line. Cast 
between the rocks, pulling your 
line very slowly should it catch 
on one of the jagged edges. 

Your best lure in such conditions 
is the Deep Diver. It does a good 
job luring the bottom-dwelling 
fish that frequent this area. 



(^^e (31) 



Once you have finished your fishing trip, head back to the main road 
and continue to Shyde. This settlement lies on the edge of the desert, 

making it a sandilier port 
for many traders coming 
through the area. One 
such trader sits near the 
main entrance to the city. 
He has a variety of excep¬ 
tional weapons among his 
wares. Unfortunately, he 
has no interest in Zenny— 
only fish. 



tiw lish tnulvr n iitlh* 
sfmtHhitH} hr t^ivrvhmh ^thr 
Ruin Si cplvt fur \mn u llruml 
Sfutni htr Ryii a i hiit tur iruv, 
hirth ( 

linmtii for St itts. Jhvsv tifiUvr 
ifuf pnzf> uro uvrth sour 
tUnrh til iht' thhiiui httlv. 



Stop by the Supply Shop 
to stock up before ventur¬ 
ing south into the 
Wychwood. If you have 
any extra Zenny, the 
neighboring Weapon Shop 
also contains some valu¬ 
able items. Explore the 
marketplace, talking with 
everyone who will speak 
with you. 



llw old fMrifi rmffrr thr natkmi\ nvttr thr attd ttom 

II iff trade tor your tend Ikdl tdltTWii \ihi 


Once your curiosity is satisfied, climb the stairs near the west end of 
the market to the walkway overlooking the city. Head north along the 
main gangway to explore the Sandflier Bridge. This bridge rises only 
for an incoming or departing sandflier. Cross the bridge while it is 
down to investigate the rest of the settlement. 



Continuing northward, you find a tiny Tavern, empty of even a single 
guest. It will remain so until the sandfliers that frequent Shyde return 
from their various missions. Once you have investigated every corner of 
the city and spoken with every resident, make your way back to the 
main road. 
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f nhm (JN r f/ir at 
H n /riiiMN/ u htHui huH (hmut^ 
iirr iTiJi ut/I iitl/i 

tmirilimts Bvnin tttif ir/uv 

\ltmg h\ a iaUrpillur 
fm a mqiv paitU of ihaHujt\ mi ma 
ifjfwiv virr^r 
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iUui rri 


^W^dnvood (^) 



itit dmul a \mutt tniil to Ihr 


til iitMiiirra tUrst 

dh: 

iivJ/i a tripfa dasa af 


ilpaiiiiQ liarb^. 

'A 

L- 



Superficially, Wychwood 
resembles the forested 
hills of much of the Ludia 
area. However, something 
sinister lurks about. Head 
southeast, exploring the 
twists and turns of the 
forest floor. 


You encounter a small 
army of NutTroops and 
NutArchrs as you pass 
through the Wychwood. 
These little terrors are best 
eliminated with low-cost 
spells such as Burn or 
Eddy. The double attacks 
Scias gets with his deadly 
Jang’do are also good at 
connecting with the agile 
NutTroops. 




Continue to the southeast until you encounter a long land bridge 
that spans a misty cannon. As you cross this bridge, the mysterious and 
mischievous forces that abound in the Wychwood unleash their 
power—shrinking Nina to an insect's size. 


While the party looks frantically for Nina, a nearby bird mistakes 
her for a bite-sized morsel and carries her away. Vowing to search for 
their lost friend, Ryu, Ershin, and Scias make their way deeper into 
the forest. 
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Ability: 30 
Wisdom: 5 
EJtp: 250 
Zcnnv; 100 


HP: 000 
AP: 30 
Potvpr: 46 
Defense: 30 


Special: Feeding Time, f'onder 


the Sparroii is ti rrluthTly euvv ^ 

trnihtrr In tivinil. It htjs a inrii 

ifVF ttOO fo* HO n i tmptv of ^ 

pnfenf Sn rr afOxi^s sOrrrdd wfirr rf amt\. tf vmt a 

(•ftlirf' tonttmf slmild fmt tm ttum' ilmn In7* Inrfii 


With Ershin's playful little head 
butt, Nina is startled awake. After 
a few moments of shock at her 
tiny size, Nina concludes that 
hanging around the nest of a hun¬ 
gry bird just isn't a good idea. 
Head north along a tiny ramp 
made of twigs and string, then 
west off of the nest itself. 


Pl\IMAGAMEJ.COM 


After easily vanquishing the misguided Sparrow, it's time to go out 
on a limb—the limb to the north. You find a makeshift ladder of moss, 
string, and twigs. Use it to 
climb down off your perch. 

Nina reverts to her former 
size as she falls from the 
tree. When everything is 
back to normal, exit 
Wychwood by following 
the narrow isthmus of land 
to the northwest. 


<J)frds 


a land ramp and follow the north¬ 
ern edge of the cliff face. You 
eventually come to a sandy 
ravine. Cross it quickly, then climb 
a land ramp you find on the 
ravine's southern side. From here 
you can hop across the ravine via 
a jump point. Now have Ershin 
give the closest tree a pop with 
the old noggin to jar Nina from 
her slumber. 


Once there, make your way down 
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After only a few steps, 
the curious spirits that 
have worked their mojo on 
Nina creep closer to tor¬ 
ment the remaining 
encroachers. Lucky for 
you, Ershin is somehow 
able to perceive these mis¬ 
chievous faeries. Instead 
of inciting wrath, they are 
fascinated by how Ershin, 
a mere mortal, could see 
them at all. After a playful 
conversation, the faeries 
inform you what happened 
to poor Nina. 

Follow the southern 
edge of the grassy cliffs 
until you come to a place 
where you can jump to a 
large, tree-covered 
plateau. Hop on over, 
crossitig through the trees 
to find a fallen branch. 

This wispy log allows you 
to cross to a neighboring 
plateau—barely. 




As you take a few steps 
away from the nest, your 
winged captor returns 
with a juicy morsel of bug 
for Nina to chew on. 
Apparently, this mama 
bird has mistaken Nina for 
one of her chicks. But it 
doesn't take long for the 
Sparrow to realize her 
mistake. 


<J}attnng the QparrovF 
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^^orent (53) 




From the Wychwood, 
head east to reach 
Worent, Cray's hometown. 
Worent is a well-defended 
city, with twisting roads 
and high stone walls. 

Make your way deeper 
into the city, conversing 
with any of the Waren that 
will talk with you. When 
you have spoken to every¬ 
one near the city's main 
entrance, make a quick 
trip to the Mill, It's to the 
north, right after you cross 
the river near the city's 
entrance. 

Inside the Mill, you find 
an old friend—the pup¬ 
peteer! This traveling per¬ 
former really gets around. 
Speak with her to learn 
neat tricks about connect¬ 
ing attacks, combo hits, 
and combo effects. She is 
a good source of useful 
Information! 


Make your next stop the 
Inn, just to the east of the 
Mill, to rest and replenish 
your strength. Nestled in 
the back of the shop is a 
Weapons Merchant, 
Purchase any of the 
weapons that you may not 
have been able to afford 
earlier. 



Talk to every Waren you can as you make your way toward the east 
end of town. Climb the long, winding staircase you find there on your 
way to the meetinghouse of the Worent Elders. 



The Worent Elders are extremely concerned by what you tell them. 
Helping Cray is beyond their ablity, but they think that Tarhn, Cray's 
mother—the wife of the previous chief—may be able to assist you. 
Unfortunately, she is presently camped deep within the Gold Plains, a 
vast nomad's land south of Vt/orent. Recommending that you find a 
horse and seek Tarim's encampment, the Elders' Council adjourns. 


\ ftak fur a stdv dum to tlw 

0B * 

X -fe'' 

1 idvr^^uwvtiiuf ruofJi Athr 

thattuiif ii if/f l hlvF% hrad 

the J/ir^nnrir utuf 
lljr siaifs i nr/ fiiut tHwint it. hi 
a darK dank lililt* (Htar, vr/r# 

ff/jr/ ti luiuph'tv of 


k _^__ 



After speaking witfi the Elders, head to the southeastern corner of 
their meeting hall to find a ladder leading to a loft. In the loft is Una, a 
Waren combat master. Head outside and you also meet her hulking 
brute of an apprentice, Kahn—the same Kahri whose butt you kicked 
back in Synesta. Although he hollers and threatens your party, Kahn is 
all talk when his mistress Una is near.. 



When you make your way outside and down the steps to the city 
center, Kahn becomes much bolder. Make sure you are prepared, with 
every party member's health at maximum. You are in for a vicious 
grudge match! 
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(J^attttng with ^K^ahn: Q^^nd 2 


MP:3.SG0 

A^ilitv: 40 

\l’;a 

IVisilom: 60 

Pokier: fife 

[\p: 2,000 

1 Defence; 40 

/ennv: 0 

Speckil: Tigtr 

fist, locus, 

Shout 





H-:* 




Artfin i\ h(hk~ tmt thh tifTirt\r‘\ ^ 

imrif! lit tithiiUtnt to (til thr ^ ^ ^ 

muM’s ijr iiml bvfarv Kahn lj«s k^urimt all nrn atlutks. iiis TUfrr 
list h a pmiktilariv patvat mul dtadh attmk allmvhtfj him W 
•^iriknHtn mvtnha at {aur parH in wnihal swuitkttwimsit. Cntartl 
t‘arh in amitmt ami aiumtpi ta Imrn /fc/rr hisl 
1 1 an nith hi\ ahiar ahtUlif's \ufh it\ tatm, Ktfijjr i\ utpahlr af 
intUi timf hTrihlv mutmnh at tlttmncfa in a situfla slhka-up in WO 
poinh kvap }aur ht'tillh huih and atUuk mrnyfrish Tfui r KiiJ «ufi 
\mu kit him with thrir most rffaithr spvlt ttwihm, nhlfa Stias nnih 
him with his dradh ^Idnifufntadr idtiUh, U>7h n hUtr tmk amt a 
irf\ Urtilinti tkrhs, wmj hmk fa Una. 

mir\huj u'/ beatintf 


Once you've beaten Kahn, hightail it back to Master Una's loft. She 
chastises you briefly for beating the stuffing out of her latest appren¬ 
tice. Apologize and she takes you under her wing. Her will power is 
Wild, an ability that increases the damage of your blows, yet makes 
them slightly less likely to hit. Scias and Ershin are the best candidates 
for such an ability, although Ryu should also be considered. 

Master Una sends you on your way, telling you that once you have 
learned to inflict 1,500 points of damage in a single combo, she will 
teach you new skills. Chances are that you have already performed 
this task. If so, immediately engage her in conversation again. She 
teaches you Pilfer, a useful ability that allows you to collect treasure 
while you are fighting an enemy Return to her again once you have 
Inflicted 3,000 points of damage in a single round of combo attacks 
to learn another ability. 



Your next destination is the Stables. You need a horse to explore the 
Gold Plains—they are simply too vast to cross on foot. Unfortunately, 
you quickly realize that no one in your party knows how to ride a horse. 
Lucky for you, the stableman also has a Whelk—-an odd squid-like crea¬ 
ture from the land of Astana. It takes a special liking to Ryu. 




With more than a little 
reluctance, the stableman 
agrees to lend you the 
Whelk Before you leave 
he gives you instructions 
on how to find Tarhn once 
you reach the Gold Plains. 
Head east until you reach 
a big rock, then turn 
northeast. With your new 
Whelk in tow, leave the 
safety of Wo rent and head 
to the Gofd Plains. 



The Gold Plains are 
absolutely vast! Without 
the help of your trusty 
Whelk, you would have 
no chance of ever finding 
Tarhn. Begin by moving 
forward. Note how the 
compass turned so that 
you are already heading 
east. Continue heading 
east until you come to a 
huge rock. 


If v(«/ Mr vuu fcimii triii uw an UaeL thrrr aw la^ 

itnuralniiian^ a( hird^ nvai hath Oa^tnutv rmk hirlin's ttimiK 


®if counters 
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vmanntar annthvr inrmhrr ai t - ^ 

/^^r \ul fmir/fv-JfJr ^ 

Ihr \ni VJmjrtfifi frrrni/ifoWr \ au. ha 

van la alimimda that uni rurrlv fteiic' in Str" f/uit /iRj/ifim 
Siuip/t hit lha Vii/ iriJ/i u /mi a\ Unrn af Idtfy 

rdr^jriidinQ im ti IniI itiri i fn Kui- fn »i rpr* /rmr mif hafaw 

ha t lunar ta altatk 



Once you reach the 
major outcropping of 
rocks, stop and turn north¬ 
east. Now continue, look¬ 
ing for the telltale birds 
that indicate your proximi¬ 
ty to Tarhn's encampment. 
Long before you reach the 
camp, you can see the 
smoke of her cooking fire. 
Continue until Ryu and his 
Whelk enter Tarhn's camp. 
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^arhns (jtinp (S5) 

Ryu (s welcomed warmly Into Tarhn's camp, and invited to sit by the 
Tell Tarhn every detail of Cray's predicament. Tarhn notices how 

weary Ryu is from his jour¬ 
ney and offers him a place 
to sleep while she ponders 
the situation. Rest in the 
tent for the night and con¬ 
tinue the discussion in the 
morning. 

In the morning. Tarhn is 
ready to speak about 
Cray's situation. She asks 
for any advice Ryu might 
offer. Have Ryu mention 
the King's Sword and how 
it was broken. Tarhn sug¬ 
gests that if a copy of the 
shattered sword could be 
fashioned, the tensions 
surrounding Cray might be 
eased. She knows of a 
smith in the vicinity of Mt, 
Glorn who may be able to 
help. With that informa¬ 
tion, make your way back 
to Worent to discover the 
location of Mt. Glom. 



fa 


(In f^ii‘ iitiy ot llu* LM H\u must lUiTt t\ i!h Ihv 

rr\i ni thr pmh mid exphiin thv siltntiimt Ofiir vim huiT clanr wi, 
f’uT if\t* (tiihi i'imm mui rvitini Iti us iptitkiv p(n%ihh\ 


Once you have returned to 
VVorent, speed to the Elder's 
jTieetinghouse. Discuss the 
ibuatlon with the Elders, 
one by one. They give you 
directions on how to reach 
Mt. Glom when traveling iri 
the Gold Plains, First head 
east, then turn to the south 
when you reach the large 
stone. You'll see a rnountain 
with a plume of smoke com¬ 
ing out of it. 


(ffHf nr fit ifii* IVufrn 
ifiiiintinii dir hrkhtr into fUr 
tih Hr 'urtH* lufii 

n/ili* mhmiuilitm atmii ihr 
tmtitmu of a shrinr hiddrtt iti 
tlw imitl t'kiim Ihr Hnrrfj 
fsho trlh TYJrj td thr shrinrs 
-ri rmiirfiilii ir’SHffWl 
o( ihr Uahl {^iiin\ dmi \tnt 
lnnr (infI mvnd\ tnvt 
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Qofd ^abis (54) 


Return to the Gold Plains—this timt? without your trusty Whelk. Have 
Ryu run due east until you reach the large rock at the center, then 
head south. 



Mt. Glorn is already visible, its trademark plume of smoke rising from 
the top. Continue to run toward the mountain until a thin ha^e begins 
to form at its base. When you finally reach the mists, you enter the Mt. 
Glom region. 

Qfom (56) 
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lUwnr oi ihr htrtkrtt mi 
irnth tif ^nmnd-jnaUrn (um 
is sttrlih iiHf hrn\ ll VfiiJ sit'p Off 
spifis, 

\ rj /(Tfffe/ir fHHJ i/r. I f /1 hurm 
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l«kr W /ri 40 poinh ol dtun 
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( ofltHt tt lifv IViird Morr 
(Tussirut into OiewLotiti tham 
hrr ml/rin (hr Ur C^^^rti (Oi 


Ability: I 
U iKdom: SO 
Exp: 220 
Zcnnv: 210 


HP: 1,000 
\P: 30 
Potver: 60 
l>efcnsc: 3fl 


Special: Burn, Flame Strike, 
Rejuvenate 


Drnki'y fiutitt like H mK ouIv WC 

pnm strtuujvr if Mm list* firv- * 

fiftockv u(fam\t iiwnt. Untii lliv\ aiv 'ufHittided' In lire 
Drokvs me (irrlv m/6er iiuefrjw lliirn f6u/ l^moUv dtn^ lesi 

llrnri 50 poitffs oi dttfmtp*^ tkm ntT, idtvi Imei* tastrd Hrt\ 
Draki's itsf thvir potent tlnnw Strike iftkuX nhntt toftsps tomfitiT 
uhiy rmjn* dtjnuup\ Ailiukttuf n thokc oith tire tripie\ /lie mrrrrfurl 
ni exprrivute poittis vnr/ r«'U‘ii e for dtientitut iP 
H Iren fmnlif/OVri/ flnikev Inirirni/T/Iri'm nilh nn/er Oiivrii ^pj^lK 
vuf/r as Irttsl or n ith dirrtt pin sit at mvruir f ren ji Iren strvmph 
nwd (M//i 6rr f/ffuekv rr EJniAe irm hv vUtfdmitnf ipdikh^ith itw 
iomhinfd torre id voiir entirv purh' 

PnniT up a iJrake a lfli u ftrt^ifmt'd ottiok the (irst time 
il. put the ndirr thtriy in ciiiuft/ inrjf/e to tnini the deodh 
ftanir Strike athn k 
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Once you reach the base 
of Mt. Glom, your party 
must enter the caverns 
that run through it. The 
caverns are dark and fore¬ 
boding, with tiny rivers of 
molten lava running 
though it. Hop across 
these smoldering rivers to 
ashen plateaus of safety 
by using jump points. 

You find fissures in the 
face of the rock walls 
when you reach the north¬ 
eastern side of the cavern. 
Use them to move to new 
chambers within the 
mountain. There are two 
different fissures and 
either crack will get you 
through. 
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(^counters 


You encounter some old 
favorites and new mon 
sters within the caverns of 
Mt. Glom. Wyds make fre¬ 
quent cameos, although 
many times they are 
already transformed into 
their more powerful Fire 
Wyd form. Drakes are all- 
new nasties. 


Ascend the land ramp 
on the northeastern side 
of the cavern, climbing 
through the fissure to 
enter the next chamber. 

The next chamber is 
tricky. You are faced with a 
series of linked plateaus 
floating atop a sea of 
molten lava. As you move 
around this chamber, you 
eventually encounter one 
of the many monsters 
roaming around. After you 
combat the creatures, the 
plateaus reconfigure 
themselves, moving far¬ 
ther apart. After the fol¬ 
lowing encounter, the 
plateaus revert to their 
original positions. 
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Jove to the northernmost plateau, circling it until you encounter an 
py After you have eliminated the threat and returned from the 
pbat screen, a powerful quake thrusts the plateau you are standing 

on into the air. With the 
plateau in this new posi¬ 
tion, you can reach both 
the citest to the north and 
the ledge to the east. 
Collea. the Vitamins in the 
chest before cor^tinumg 
eastward. 

Once you have made it 
to the fedge on the far side 
of the cavern, continue 
east to a large crack in the 
.-'ock face. 


This iS the first sjgn of civiliiation you have seen-'ladders and primi- 
* rope budges span the many ravines and lava rivers in this chamber. 
iKe your way to the southeast, using this system of bridges, until you 
•me to A tiny blacksmith shop. 


Here you find the smith you have been searching for. He happily 
agrees to make another King's Sword for you, but he needs certain 
materials to construct it. Faerie Drops are a rare metal vital to the 
smelting of a King's Sword, Because Ershln can see faeries, just find a 
small group of these little imps and return with a Faerie Drop. Use the 
trapdoor on the far side of the smithy’s shop to exit the caverns and be 
on your way. 


(W^chwood (52) 




Return to Wychwood—■ 
the last place you encoun¬ 
tered the faeries. As you 
enter the forest, you hear 
the telltale grggle of these 
mischievous little imps. 
Continue south until you 
reach a jump point. Hop 
across the small sand- 
filled ravine to the adjoin 
ing plateau, From there 
continue east, hugging 
the cliff's edge. 

You soon see the glitler- 
ing sparks of a group of 
playful faeries. Move closer 
to engage them in conver* 
sation. After teaming of 
your quest to find Faena 
Drops, they tell you the 
only place they can be 
found is in their homeland. 
Ordinarily, normal mortals 
cannot visit their realm But 
because you have a dragon 
in your midst, you can join 
them for a visit—they think. 
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Ili/A/fi is undmhtt'illv thr va 
ui Ihr ttiqhUntirrs to dtirat 
Uttwuifii its mti tut 

ntTithh* iti riY/rtr spvHs or aUadk\ tJokfti \ utltni^ tirr 

nulikoh ti) danuifjt' ynu ami li ims no nhtiitif^ Ut spmk td 

Urn nili hrit M'H iiT> anrmded Mllr 


A- (liknni 
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tIK: 

.Agility: 45 

\P: 100 

VVisdotti: 20 

Poiver: 60 

txp :320 

Deft^nse: 50 

Zenny: 50 

Speuot: Sleep, Rmk Blast 



The realm of the faeries is 
known as the World of 
Dreams. Unfortunately, a 
dream—a very bad one— 
is keeping the faeries from 
living in their home. 
Nightmares have infested 
the World of Dreams. 
Eliminating these nasty 
dreams is your price for a 
Faerie Drop. 

You can hear them snor¬ 
ing about the trees and 
bushes. Nightmares are 
actually invisible until you 
engage them. Simply 
move near the sound of 
snoring and hit X. After a 
cute line and quick threat, 
combat ensues. 


(hkttm urmid of ^ 

Jftnhtm Itr li stiqhtlx tnurp 
lumvThd 

iktkta. and hr ims nutnrnms spaiut athuti i hkant h rrtolh f*f> 
ffi ffNfh ttimttttd and ph\shtd ttttUiks Ihrrr r\ rtn srtrri 
punth ihat tan Uikr him ant in a itlirffff muii 

Mn ittif l am pm nuts ptnnl\ njii/ \/jn Npf nttnrkik tar marr trur 
Htmr appammts 


r- 


Hf: 1,700 

Agililv; 20 

AP: too 

Wi^pdom: 33 

Poiver: 60 

Exp: 340 

Defense: 4 H 

Zenny: 40 

Special: Hare, Sever, Irosl, 

Ruck Blast 




ntt I as^likrh to lat-hts 
nhdiltrs as mr hts 
Urathrfv itr i\ aha math aufrr \u\irptildr ta pU\siiat atUitk tUtm 
ttilftT ni^hltnum ttis aprh mmor rrshftfmr is to Vfrir/ ^ iMh#' 

a^nhi. pltitt^hri in thr rrnt rtitiLx U^imi udh narrsMs. 

With lire tnmttiimt hmr td Hta \ijriv rjuri N^/rui. rfiii> reu' 

fjii/pifprrr'ff 

fir tarrhd ai \maqa v rfr'inrulirf aUutky ik' pa^st^ya^ spryml 
uttmkJfmu ruth ubaiwntid tvpr. amt hr has^Mririd Uu mnhhmif 
> thr-sfnrint nthnk nilh nmrrharttHtr's hHti* tdu/d t itbimihitittt‘S 
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HP: l,8QCf 
\P: Km 
[•oner: 60 
defense: 56 



Special: Feint, Reull 

Ninif ^ timl titmi mnd 

art uini/j/eJrfi itwltet - 
Kir ImU^td u\c pU^'skal 
aKorJii^ Ivml hi K\% 5nVi% ninf iRlrirt /friiarr rO kMi \ lUimvnHis 
^iiil wKniltv- fir uh*\ them u/frri i niisfr \P nith spvtiat 
awmrinrrs- Simph tlmp him dtmfi nu'ihniutiUw liratiiui MJ«r (Onr 
f?dm ff% nrir^vJ/U 



HP: 

Agililv: 48 

AP: ]{){) 

Wisdom; 40 

Poivlt: 64 

lAp: 380 

nefunse: 30 

/ennv: 20 

Spccidl: Drain, Leoth Poivlt 


fhrwri'/Kj 

MunriKf ond tomhi/io ^ ^ 

Kmi rtlltifAi nrr l■^/^^^t^li/r dri mlaiimt fKiiirirr. ikly is nil hut- 
iiit/HitsiK/r III Inf mill s/riKi's I wrirnlrti/r on tUt maifU^ 

iiSNii^ /on .11' iosi s^irfLs wtii o\ Horn, (t/Ji. uutJ frosF 
Mis nrorii nllork r\ i‘s/miolA frl/fiit Vof orr/i (iorv it n*i/uir itiur 
Iiit/Mimis sK/nriri Ofrl/v liifl it itutvasi^^ Ihh S ill I/o' loriir antmtnl 


Once you have defeated 
all of his lesser minions, 
you have to deal with the 
Big Kahuna himself— 
Fantam. This big-nosed, 
bulbous bully comes 
bounding from the sky, 
ready to battle the faeries’ 
would-be liberators. 
Engage him as you did all 
of his helpers, and rid the 
faerie's homeland of his 
corrupting influence. 


IIP; 5,001) 
\P: FimO 
Poner: fif> 
Defence: 40 


Ability: 45 
VVivd<]in: 20 
I \p: 5,000 
/enn\: 1,H00 



SpctirtI: Nose Dive, \ ncuum 

Mrfr f% l/tr h/<| I hM 

utnihituf lirai, 

Nvu rirlji hi\ druiton 
liirm titui /j/i/rr Xinr/ in the nnir rankK H /rrn fitihlintf Inulnm, jfuit 
the mtitiii tmUuut hit /ran itilh rimthinu tan inn p/iivuMli: 
When nrurinti Ue tUmdi ^kna, t rshin is otmitulvh derastniinq. 
knqt lutmtnenttit nrun; nnd i fiix hr ohte to ohUtemte thf\ 

lri*? ni>ici/ hid/t in fht* Inrn^ nr lr%^ 



CHAPTEH IIiTHE ENDLEii 


With every nightmare 
defeated and the World of 
Dreams once again free, 
the faeries shower you 
with praise,, thanks, and of 
course, a fresh * squeezed “ 
Faerie Drop. Once you 
have your prize, the entire 
party is trar-isported back 
to Wychwood. Exit quickly 
and make your way to Mt. 
Glom—you have a date 
with a smith! 



Qfnitfis (S^c^ (3D 



Return to the smith within 
Mt. Glom. Using your 
Faerie Drop, he makes you 
a perfect imitation of the 
King’s Sword. With it, you 
can help Cray. After thank¬ 
ing the smith, send your 
party down the trapdoor 
in the floor and head back 
to Castle Ludia. 




Upon returning to the castle, you make a startling discovery. The 
Empire has just returned a fake King's Sword—in exchange for some 
costly changes to the treaty between the Alliance and Ludia. The High 
Council of Ludia is incensed at having to make such concessions, and 
they intend to take out their anger on Cray's little Waren hide. 



With no choice left, Nina and Ryu agree to break Cray out them¬ 
selves, under the cover of darkness. Head back to your room in Ludia 
and wait there for nightfall. When the city has finally fallen asleep, 
make your way to Castle Ludia. 
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Hehrr viittrin^ thv tmth\ hrnd hutk tu thr nuUs to iintt n tntio 

in litt* darktir^s. tlr mlt triHk\yvut Irvasun^' (nr one thoi 
h num* ptitiHtbh\ 



A. Slarl [Ctistif tnlrante) 

B. Artemis' Cap 


C. To Cray's Prison Tooer 



At this hour, the castle is 
deserted except for a few 
guards. You must defeat 
them to move deeper into 
the keep. Unlike your 
other opponents, these 
guards must be defeated 
in the very first round of 
combat. Otherwise they 
will call for help and end 
your late-night excursion. 


tt you me too slroi vi 
itmr n ilft thv tfutirdy 
iiJiir fHtrtv h from thv 

lasilv find von ninst \tmt 
ntiatti Inikih, the ttntinh 
that twjj frarr airvadv dvtvot 
rd rvmthn tomutosr. tmd tmi 
tm Uw thmr 




(Encounters 


ftoAch a 


H 

iliiiigl 


As clean as you'd think a 
royal castle would have to 
be, you still find ToxicFlies 
and the occasional group 
of surly Roaches. Along 
with these familiar foes, 
you also face Troops, and 
their more powerful broth 
ers, Soldier'S 




HP: sao 

Agility: 200 

AP: \m 

Wisdom: 10 

Power: 57 

Exp; 200 

Defence: 45 

Zenny; 100 

Special: None 


f/ic kr\ to tlvhHttintt thv tnmft ' 
i> ti yrrw\ of fumvrtiit loniho 
athnkv hpiiiilU a lirmimi 

ttnidmwlhm hvmntifh ti fnmp. hot Udlon up tviih 

Siifis V hUsdrd nttufk jiid hi hr Min' tiit htini nnit fovt ipi rn 

thv opporUmitw n troop nil/ liii/fn In Tiininf mak/nq lum rUrrnjHv 
dilFn iitt to damupv. 



tll>;60ll 

Agilfly: 0 

AP; 5 

VVisdom: 5 

Power: 60 

Exp: 500 

Defense: 55 

Zenny: 500 

Special: None 



SohVwr% ttrv ^liphtlv Umtfhvr 
than othvr ipimth hut the 
rvfipv for dofratimt thrm i\ /nsf 
os simidv Siiii/ih fill lln^n nifii tt lirmiud or fob tondto tor somv 
dvimtiiting dmuapt Rvowmhvi, von must vUmiuolv thvoi hi thv 
first Inro, or ifs hutk to thv i astir tmirt\md for \mi 


Head north, engaging your hrst guard. Nail him with a quick series of 
powerful combination attacks. You need only inflict 500 to 600 points 
of damage to knock the guard unconscioiis. 



Make your way eastward to engage yet another guard. Make quick 
work of this one just like the last, then continue into the royal tribunal 
room beyond the doorway he was protecting. Inside the tribunal room, 
investigate the chest on the far side of the room to find a potent magi¬ 
cal item—Artemis' Cap. 
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Now head back into the 
hallway outside the tribu¬ 
nal room. A staircase on 
the north wall leads to 
the upper levels of Castle 
Ludia. Continue to make 
your way through the 
halls of the castle, defeat 
ing c^nother pair of 
guards before reaching 
Cray's prison tower. 

With the coast clear 
and all of the castle's 
guards snoozing, quickly 
engage Cray in conversa¬ 
tion. It doesn’t take long 
to convince him to join 
your little jailbreak. With 
Cray in tow, make your 
way through the castle 
halls and out of the city 
of Ludia. 


^Worent (55) 


[llulih back to Worent 
Immediately. With Cray’s 
trial and threats of stern 
punishment from the 
tiidian Council, tensions 
between the Waren and 
the Alliance are at an all- 
high. As soon as you 
6 l*rtrh the city, make your 
|:Wa) to the Elder's meeting 
Kali—they are already 
waiting for you. 









ihttppuui in Ih'ftpms 

f/rr inn i\ t/hn 
u ipHtil idea Inu (<f/i parttimr 
fiu* a fmlvnt 

ri rnpnn hr i rm . 





CHAPTER IhTHE ENDLET5 



The Elders greet Cray with a mixture of relief and condemnation. 
Speak with them in turn until they tell you to speak with Tarhn. Her 
counsel will help Cray sort out the situation. 


Head upstairs when you've finished with the Elders, and begin Cray's 
training with Master Una. Cray's fighting style lends itself well to 
Master Una’s teachings. Once you are finished, leave Worent and head 
to the Gold Plains to speak with Tarhn. 


^arfm's (Jamp (55) 

Back at Tarhn's Camp, speak with Cray's mother. You have a chance 
to describe the situation, then Tarhn suggests you get some sleep. 

Problems this large are 




best solved over break 
fast. Rest, and continue 
the conversation in the 
morning. 

After a long discussion, 
Nina concludes that the 
entire problem is cen¬ 
tered around Ryu. From 
what you have already 
learned, they are search¬ 
ing for a dragon—could 
Ryu be the focus of that 
search? Only the Wind 
Dragon of Wyndia can 
tell you for sure. Tarhn 
gives your party a 
Jadestone that, when 
placed on an altar within 
the shrine, opens a secret 
passageway to a series of 
tunnels. These tunnels 
eventually allow you 
access to Wyndia. 


Gofd ^ahts (54) 


This means another trip 
deep into the Gold Plains 
for Ryu and the gang. 
Head eastward as usual, 
watching for the large 
rock that sits at the cen¬ 
ter of the Plains. Once 
you reach it, walk around 
the rock and continue 
eastward. Make sure you 
are heading due east— 
you can't afford much 
error in this. 
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Keep going, watching 
for birds. Once you see 
your fine feathered friends 
floating around, you know 
you are on the right track. 
When you approach a 
large field of mists, you are 
almost there. Enter the 
mists to find the Ruins. 


Once inside, look for an altar in the center of the room. Move toward 
it and hit X when you are standing directly in front of the altar. Place 
the Jadestone in the altar's indentation—then step back. The large 
statue behind the altar shakes, then collapses into the floor, revealing a 
passage. 


Qfirbie (38) 


The passage leads to the 
Ruins—a dark and fore¬ 
boding series of broken 
catacombs. Make your way 
forward, turning to the 
north when the walkway 
splits in two. Continue 
heading north, passing 
through a walkway inter¬ 
section. 


The Ruins turn out to be the Grass Dragon Shrine you heard so much 
about in Worent. Continue between the columns into the under¬ 
ground entrance. 


(Encounters 


IIP: um 

Agilily; 10 

/\P: 20 

VVi^fim: 1 

Poiver: (>2 

I vp: 90 

Qefonse: 35 

Zenny: 50 

Specidf: Feinl 


Specidf: Feinl ^ 

txdrpiin thr Ruinx mt>v ^ 

in^ in huinfry ptn ks nt titrvr. 

T/jcm' i firmintih hiscfi\ ntiiT - ^ -- 

na real Ihmit to ynurpnrtv ttw dntntiqr thrv mfUtl K utinimui 
and i atfpitn kuk Ihr ihirtihiliiv l/i kmtf tri amdutL 

thr rnih danttiT i\ thrir patent tenil aliititi. this iini nat ufifi 
ininfmaUite a tinmnlrr ufl/t a sinifh* ntlmk, hut i! utn ninse that 
ihurofUr la inuth nientiy tanift annther pmtv tnvmht'T^^lnatfk'f 
Cntrijilr idiasynt rosy is that thr\ si'cm Uf truik and idtatk Smtt 
fvilh rnmk tjmiiir ivninily than ttuy da nther tharatiers Put her 
an ihv hmk runk tar sahHV 

i atrpiirs are exUnneh suMcpUhlc to maqual ttUmkh sar/r 
( imtntmtd. Ihe this ahiiit\ and tt oii/j flfi-1 «rrpffr\ tvut iHith 
atlwr 


Continue northward until you reach another four^way intersection in 
the road. Cut west to collect a chest filled with a bonanza of 500 ZooAy.i 
then turn east. Head east through two intersections, then turn south. 
Follow this path as it twists and turns until you reach a tall doorway. 


(^e ^I^bts 



f 4^ D 

B 

• * r 

*, < f 

• t 

t 

A 


X Slarl 

It. 500 /efinv 

C, Silier lop - 4 

l>. lighl Biingle 
[ L vil 


You enter a huge room filled with glittering crystals and long, mullt- 
colored beams of light. Note the protruding bar at the base of the two 
crystals nearest to you. Move to the base of the crystal projecting the 
yellow beam and have Cray push it clockwise. This adjusts the course 
of the yellow beams. 


Krf/? vrwir t/is/amr /rtint Ilit'V n iff hntn ) au frt it trisp it 

iVJii an idcnlnth iatn h dwnL 
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l^uirah timh tiki' ihv 

iftiiinh iitn t* ulFi'iith nu*l 

itnd tt hilr Utvitut i nt\ ittmt i fnttr tmim. iht luti urntm^- 

Vatmls imt itifhtl U*rntilr thnfuntr mi \imr fhtfi\ ftii 
fhnn hunt umt rarts rtirrh utUnk ii ffrr fir>J 

friiifiih tft imithtii v/ fn (if vUtfiinaU' thrm mttiin fhui tiinr Utimr. 


CHAPTER. II:THE ENDUEJJ 


^en (59) 


Encounters 




IIP; urn 
W: 20 
Power: O'j 
llelenstv; "ilJ 


50 

VVKdcini: I 
fxp: 220 
/enny: KO 


SpiHiitf; VViiU h hnemy, 
HrJli^^ Herb 


The Ahm Fen is a vast and 
swampy landscape of lush islands 
and moss-covered waters. Rising 
high above the surface of the Ahrn 
Fen is a series of makeshift wooden 
bridges. These bridges span tfie 
marshy distance from island to 
island. Use these rickety boards to 
make your way eastward, following 
the bridges as they connect to a 
small grassy glen of an island. 


I I mfin (Vf(/rm f(fi bji/ h ri f/fitir/ In trttdv ntrir tm a nmn* 

I fttic htu (ir\( (liifciN idb’i frJ thv tnitl Halt irmn Sami 

hi take tidutntaqr nl hi\ i^cnermitv 


; T 


Once you've cleared the 
room of blazing death 
beams, climb the ridicu¬ 
lously long staircase. You 
surface in a small, hut-like 
shrine on the far side of 
the Gold Plains. After 
exploring the hut, exit the 
area and leave the Plains 
behjnd. 


Now move to the base of the 
green beams of light, turning 
the bar counterclockwise. With 
these two adjustments, you can 
progress along the north wall, 
walking beside the green 
beam.s of light to a doorway 
exiting the room. 


I firnb Ifrr Uiiirv difi'f l(y hrhitut 
oia thvtt iiilhm the null sauth 
uiiti east til mmthvf %(iJfnfivf. 
(ffjf/i (rrr(‘. brJuvnn (br 

(wimN ill thihi \ HI# mu li 
smithru^t ifimrr. 

thru mtrtid tlu^tuirs ytm fmil 
thi'rr tfi iiiUrit fbr* hiuf Sill vf 
(ri/n rii u unirbi' t tirst 


\ ^pnml fmmtrr umuts \wi ^ ji 

ffij the vmi \itU' td tUr mmn—tt - ^ * 

ttfjhi Huiuiiv t lillri tiuif ti ittu ^ ^ 

(ml iiiiin* (br fffmi ^4. 

wf iJiHl #(v utllushnrnl bm * ' ' 

h laumi Miuth \r'\f nimr ihr * 

u /(mh bx tJrl/H'tfmriil * ^ 

bar pJiiilx twrth Smn fuiilu’ 1i 

oii/f i\m fiitumi thr I'utnimv 

,b„ nmw. and .ra^ uhm, Mnligu^tion »l 

, Ihe lasers on your way lo collect the 

thr uiuthrm luib (mm brnc * k* a i 

uiif xbiiifbt (rr ob/r bi rnatb f(ir _ ^ 

hi'ti'r tiiliustmriit tun 

Ulhtsi ihv mi tuMT .vt» iluit it\ mlpistturtil bar h iutinq fwrth 
Son miikr \fiiir ii rti bai iL b> f(ir qrren hwT mituf thr srimr ilair 
tirn ftrj Ibr* viti((i itiid flip Ibt* frirr >Yf lUtt! the (uifintiurttl bar tm 
thr ttm'ti bivr*r bjif \ nvsl tmath. Imnl hatk to thr red hstx rotai 
(fif# fbr tidjmtmrat (lar aiibl i( r'avf Van %/ifrai#( nmv bf fiJrb* 
til aid'vs thr /rV/bf fbiirgb' 
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^ rrrv tinu- ^riif mt flii’H' 
;>fjri/rnJ Inmih'it u/ 

bridqe. Ihr wimd f l/zr tirm 
fr^ a //W/i* hit turthn 
llafA /latJi (aaf /od/i mrtm 
tii nruav tmm as imssMv la pm^luia 
Ihv snjxl^ as imtwtm in prtufmi^ 
ihv snaAn s/r//jer t/w fcinsf* /d/lfar 
lliaf aiatnuenr fmm |jl<uiik la frlaai hi 
mni i‘ JMan* t'/fkfffili) 


ContinLie to use the rickety catwalks to move from island to island in a 
generally southeast direction. Where the bridges are so worn with decay 
and neglect that they have missing spans, jump from island to island— 
post to post. The area is thick with roving Patrols, so keep your eyes open. 
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Climb along the back of 
the Ahm Snakes to move 
from plank to plank. When 
you can no longer 
progress, walk across a 
patched section of the 
bridges to startle the 
snakes into moving. Your 
destination is the central 
section of catwalk—and 
the trio of Life Shards hid¬ 
den in a chest nearby. 


You eventually come to a broken plank that has fallen onto a thick 
layer of swamp grass. Climb down the plank onto the grass. Move east¬ 
ward along the perimeter of the island until you find another span of 
fallen catwalk. Make your way up orno the stable portion of this bridge 
and continue eastward. 


Once you have collected this delectable prize, make your way back 
atop the catwalks, once again using a boarded span to startle the Ahm 
Snakes into slithering into a new position. Set your sights on another 
long catwalk spanning the marsh's southeasternmost corner. 


Continuing along this wooden bricige, you soon come across an 
arnazing srght-^normous Ahm Snakes, so large you could even walk 

atop them. When the cat- 
walk splits, use the eastern 
plank to continue. As your 
party crosses over a 
patched section of the 
bridge, the sound of your 
crossing startles these 
giant reptiles. They slither 
forward, allowing you 
access to a new series of 
wooden catwalks. 


Following this long span of rickety wooden bridges eastward, you 
come to the final island of the Ahm Fen. Follow the catwalks north 
from the island to leave the marshy preserve behind you. 

^aeHe ^Jut (40) 


Taking the road to the east, you 
find a strange little cottage nes¬ 
tled in the woods. This humble 
hovel is the home of a very unusu¬ 
al couple—a common villager and 
his faerie bride. 


®r 




If 


MP;8(KI Asililv:70 „ . 

AP:20 Wisdom; 120 « 

Poiver: fiK |:\p: 24(1 

Oefonve: 44 Zenny: 75 

Special: Mind Flay 

t rm km tin\ tnrh 11 oiipn ^ 

slttmrs, if trmkm ufhtt \tm — 

M'dfj f/ij'fr pfj/rrjl Urnd Mfiv vjjfrMMpfj'jjl rri7f hr tiuit h 

mnrr Umr tui is to vUnhnatr thv hmrniiii pcsfv tif/ij u/i 

rsfn'tittHs ptmvfhit annbtuiUtiik sitth /iv Stwtm or Simoon. Ihv ftrsl 
timv iriM fiK-cf Hraif pimv vonr ihttnnirrs in Itoanl mode for the first 
ten irinr\ m/rmrsf f rtnkers - llmii ffav is n usehilahiUh fu Imm 
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a single sm ing iff Hmni 
ttr Rih\ *v h ft Iwhmt kill the 
niifiiHs fjrj'uitir l/tr luf 


Alter vtm hinr irlt the iU'tkjUnq 
iiierie \ i nnimue mi wnr 
nil). JhnmgU t mims triais timl 
tiilfuluimm, \ tan ri mfnofh 
the tiieties ngufn-it\ they 
huni hft fimd tUl/r Ifi/rr 
l/jr pfirh. the 

thame'* nf nmniny inta them are 
exttvmeh Jrjii bur keep In tag 
inir^tignte rn'n entounter imle 
l utiir {va titmc tnrms 
iirntualh. ihe faeiiti nill ibtiH 
fbrir pn'J/i /ill/i' heads. 

Ihey are hnntau} 

Jarir/ at hopping tiibino 
piglet, urtd Uicy'nf daimi u ittv 
prfor pib fif iV. iJespite the friu^ 
p/f il\e\ hai e dug to trap the 
(ittie pigieis, fbrr taut itsltii a 
hiiuile one aitfwut war help. 

Drii e the piglets irtUi ihe pit It* 
(ttpUire tiu m later 
Lend uith Kvii, tmd biirr him 
Miiiitj his sftffrd. tl takes tnif 
sn inifs la hring an albino 
stiusiwe diiini, lUiivi a piglet is 








•.'•te 


tUrr ihn nin nflfr lifino iKirffiil * ■ ~ 

r'tJ, liir foiriT ijWHba mnjf vau tti/bTf Gi/b*! Hbr-iit’prrap% iimf r/nr 
them ta Ihe taeries to help fJnfii in Ihetr n^building elhris 


Tjiik with the happy husband downstairs, pilfering his cupboards for a 
Vigor Seed. After you have finished robbing the poor man's home, 

•'lead upstairs to speak with his wife. 


His bride is Master Njomo. Although she is less than thrilled with 
your visit this time around, remember where she lives. When you have 
^iflped build the Faerie Village and it is populated by more than eight 
faeries, rectum to Njomo for some training. 

0n the ^^^prth 

On the road north to Wyndia, the 
party is startled by the familiar 
glitter of trolling faeries. They 
Kave been searching for Ryu 
•varywhere—trying to enlist his 
help in rebuilding their village. 

Jatn them for a quick trip to the 
newly liberated World of Dreams. 




tar deUiiled mhirmatim an faeriex go to the I aerie ihnphr 








Later, when you return 
to the village, assign at 
least a couple of faeries to 
clearing and plowing land. 
After you have done so, 
leave the village and 
return to your journeys. 
After a tirTie, once again 
rejoin the faeries and have 
them construct buildings 
on the land they have 
cleared in your absence. 

You can return to the 
Faerie Village at any time 
by setting up camp. A 
faithful faerie can be 
found nearby lo take you 
back to their village on a 
moment's notice. 
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Although the faeries are 
absolutely delighted to 
have their homeland 
back—they aren't entirely 
sure what to do with it 
now. You must help them 
to rebuild their city, start¬ 
ing with the most basic of 
needs, such as food and 
shelter. To make things 
more interesting, you have 
only three faeries to start 
the process. 

Start by assigning all 
three faeries to the hunt¬ 
ing group. What the 
faeries need more than 
anything right now is 
something to eat. 
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Your next stop is an impressive mansion on ibo southern end of town, 
Head inside and speak with the many servants. Apparently, a thief has 
made off with all of the silverware—forks, spoons, knives, straws, chop¬ 
sticks, everything! 


Make your way to the dining hall on the first floor You find a tubby 
young lord and his very concerned waiter, desperate for tableware. If 
you have served Marlok well, he has rewarded you with anything from 
Chopsticks to a Straw. If you agree to trade with the servant, you can 
collect as many as four pieces of Aurum. 


Take a c^uick detour into the 
kitchen to the west of the dining 
room. Check all the cupboards for 
goodies—you'll find plenty! A pair 
of Swallow Eyes and Fish heads 
can be found on the north and 
south sides ol tfu; kitcfien. Chat 
with the cook for a moment to 
learn who is behind the disap¬ 
pearance of dll tiie flatware. 


Continue northward to 
Nina's home city of 
Wyndia, seat of power for 
the Wyndian nation. Head 
to the windmill on the 
northern side of the city. 
Inside you find Master 
Momo, a cute, articulate 
little bookworm with 
dozens of stories to tell. 
Listen to her and she will 
share some of her knowl¬ 
edge of the world—and 
some useful skills. 

You can learn a variety 
of skills from Momo, 
including Drowse, Spray, 
Clip, Oracle, and 
Egghead. Continue to 
engage her in conversa¬ 
tion until you have learned 
all she has to teach. 


Now that you have explored the 
city, make your way to the lift 
leading to Castle Wyndia. Find 
the lift on the east side of the city, 
at the top of a long row of stairs. 
Talk with the guard standing near 
the lift to gain access to Castle 
Wyndia. 


Prima'5 Official Strategy Guide 


Urmf hi ihr irttk'r f/rr u'h 
la fhitl a mmhmt l#iri 

punlmsr umv Ini/v jfmfii’ 
j/rms n ifh (i/rv fi^h vou mr/i 
ijiit alrt^tid} ianqht 


V Slcirl 

B. Inn (Wenpnn Mcrchantl 

C, Mtinillo \1t?rchani 


U. Mansion 
E. Mailer Momo 
r Lift to Cattle Wvndia 
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Chapter (I:The Endle55 


Castle Wyndia is an impressive structure, tilled with spinning windmills 
and soaring towers. Make your way along the battlements, heading east 
then north as the castle wall curves. Enter the doorway you find there. 


(Jastfe ^W^dia 


Inside you find a massive courtyard, complete with royal guards. They 
won't allow any ordinary citizen to pass beyond this point. Lucky for 
you, a member of the Wyndlan royal family is with you. Change the 
walking order of your party until Nina leads the group With Nina at the 
forefront, the guards let you through. 


/hr fwj/dtr is /ii\J hmltint} 
tvilli tinmtirv llntii thnnnfh tht* 
iimtrn tty au tUr stmthrnt miU 
iti thi* itmrtvifrd ht find o m\ul 
hninutm. /iivj'dr, a Saiii (trm 
JftiA.r(i fii a iuhiiwL iiml a 
\intftt' srnitttf of Wisdimi tniU 
in thr rndtjUliitrinq hvdi /wjdj/irr. 


A, Slarl 

li. Dungeon I iitriince 
C Kin^ s Bed ihdmber 


n. [ hronr Room 
L. Irado Fred sure I leri* 


Speak to the royal ser- 
v<int standing beside a 
set of double doors in the 
northern wall of the 
courtyard. He is over¬ 
joyed fit Princess Nina's 
return, allowing you 
instant access to the royal 
bedchamber of the King 
of Wyndia. 

Nina explains the entire 
situation to her father the 
king, including the party's 
impending need to speak 
with the Wind Dragon. 

Her father tells Nina to go 
see tlie Oracle of the 
Wind to the easL The 
king offers you the hospi¬ 
tality of the castle and a 
place to rest after you 
have come to an agree¬ 
ment. Come morning, 
make your way to the cas- 
tie lift and exit the city. 
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dt'Uim behn* r>i(f 
ilvtiil dmrn the htnfr nd ttir- 
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OriltfJi* on thr anttv 
h(dtotn, Hit north to ihnl an 
ob*iiiiw dtmrnuv 
ibis h tht* dttiiiinm mlrntttv 
\Uiki* mn to tliv Itnivst 

lo\ t'h id ihink i hombrr\ 
and mlh thv thnutt*tm\ 

tmh rrsidoni. utn 
ruhninjo yiu/i IrniMirt*'* for 
tiUni hr hu\ sUdrn 


A^ilitv: 50 
IVbdom; I 
Exp: 250 
/tMifiv; 80 


IVffnst?: 2: 


Ifj8r/ ot a Hfllnm nHr\ hr inlimi 

daiimf, ftwir thdrmhv ytnt\ art* ^ ^ 

so ftjn tiud \ ou am r\fM*it nnU strikr to inflnt ^dlO In IJOO potnh 
id dnmat)r, Imihrr Hifhtfa** mr i'\/rri»rfv to ihr 

lominand alifllli. idttmhuf \ttu to \d hmk and a abb ii\ n tfronp td 
IhrM' c/furri hotns tears rath oihrr apart 
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Woods (42) 


The Kasq Woodii may look friendly 
enough, but don't let the grassy 
knolls and bubbling brooks fool 
you. This place is just brimming 
with huge groups of deadly ene¬ 
mies. Witliin your first few steps, 
expect to be rushed by three 
Bilboa or two BeeTroops. Once you 
have survived the initial onslaught, 
continue westward across the 
bridge and onto the far bank. 


<Encomt€rs 


UP: HdO 

AgilUy; 20 

\P: 54 

Wixtlom: 15 

Poner: 38 

Lvp: 120 

Delenxe: 58 

Zenny: 108 

Special: IVild Swin 

g, Kixky Blutv 






this is thv Mime shirkl hditut ^ ^ 

«a%n (hat von hmr tmrd in 

kxrkt riivpt this timr^ there ofv ^ fad 

iHim/fixIs of throt. fkvtnmps urv u nppimrnt - mm/ nffmivl 

utHi’f li'ulk iJiirJt Inim ii ui 7 /mujI fuj^/Orj some dttnmtte fmir 
Ijr^i /Jrl is a tmufind attaik. furternldv somribinti that has a 
efftHi-tierfmaps truiet in pmks. 


Another effective tactic is to take advan¬ 
tage of the mixed enemy types that are 
so common in the Kasq Woods. 

Use the Command ability on any 
Bilboas that may be attacking with 
the BeeTroops to end a battle quickly. 

Be very wary of the BeeTroops' Wild 
Swing ability. Although the Wild 
Swing rarely connects, when it does it 
can cause up to 280 points of damage 
in a single blow. 
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t Find a chest containing 600 
I Zenny sitting along the side of the 
trail. After collecting your treas 
ure, head down the trail to a new 
area of the forest. 


Head south along the 
creek, until you run into 
an odd little fishernnan 
meandering around the 
bank. Talk with him to 
learn the location of a 
nearby fishing spot. Once 
you have picked the fish¬ 
erman's brain, make your 
way south, following the 
forest trail. 

The trail leads you to a 
new area of the forest. 
Note the strange logs 
spanning the creeks in 
this part of the wood. 

Not only can you walk 
across them, but by using 
the directional buttons, 
your party can roll the log 
up and down the creek. 
Cross the log and contin¬ 
ue along the forest trail 
as it meanders east and 
then north. 
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r Hop an the new log and roll It wesl- 
! ward until the end of the log comes in 
^ conUct with a small island in the 
middle of the lake. 


Pile oft onto the island and head 
south until you find—^surprise—^yal 
another fallen tree trunk! Roll this log [f 
south until you came to a small turn in ^ 
th e lake sho re. C ollec t the pa i r o f J 

Weather Vanes vou find there. i 




Head back to the island, and cross 
to the north side. Hop bach atop your 
log and continue to roll west. You 
should come in contact with another 
log in tess than a second. 


Roll this final log northward and hop 
onto the hank when you make landlail. 
Follow the trail until you come to a 
chest containing Long Boots. 




Transfer one last time after your log 
touches another Roll this log to the 
bank, and head up the nearby trail to 
exit this portion of the forest 


Head hack down the trail and mount 
the log. Roll southward until it comes in 
contact with a small ramp. Make your 
way along the bank to an adjoining log 
and roll it eastward. 
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Head north along the 
forest path that cuts 
through Kasq Woods. 
Periodically stop and use 
Nina to keep an eye open 
for dead ends. Also watch 
for large patches of poi¬ 
sonous bushes. Walking 
through thenn can weaken 
your entire party. 

Continue up the trail in 
a northward direction until 
you enter a new section of 
the woods. 

Continue northward 
until you come to the 
home of the Oracle of the 
Wind. She greets you 
warmly, telling you of her 
duties to the Wind 
Dragon, and what you 
must do to meet with him. 


The Oracle also imparts a very 
valuable piece of information— 
the location of the Wind Flute, a 
mystic instrument you need to 
gain access to the Tower of the 
Wind. From this fabled tower, you 
may have the chance to speak 
with the Wind Dragon himself. 
Leave the Oracle and head east 
to exit the Kasq Woods. 


Oon t latyvi /u ihrtk thv in the ihxHU^\ httm* hr hiddi^it 

trrasutes Jrm Utmthottwh tar \ iHtridhnh 


After the long and exhausting trek through the Kasq Woods, the party 
stops to rest and look over their options. As Cray and Nina decide 

what to do next, Cray 
comes to a startling real¬ 
ization—Scias is gone! The 
Ludian guard must have 
gone back to the council 
to tell them of your plan! 
Recognizing that every 
second counts, the party 
quickly breaks camp and 
hurries on its way. 





Qpot (43) 

Even when all seems lost and the fate of the entire Alliance rests on 
your shoulders, there is always time for fishing! After leaving the 
Oracle, take a quick trip to the northeast and see what culinary delights 
you can pull from the river. 

The first of two great fishing spots is by the waterfall. Use some of 
your deep-sinking lures such as the Deep Diver or Silver Top to catch 
some prime fish along the waterline. Aim for areas nppling with the 
force of falling water. 




Number two on the all-time greatest fishing spots is on the eastern 
shore aiming at a long track of marshy river bank Flies typically hover 
over some of the best spots to aim your cast. Also try the edges of 
rocks—absolute whoppers sometimes hide out there. For marshy areas, 
choose a lure that tends to stay rather shallow. 


Return to Castle Wyndia 
as soon as your fishing 
vacation is complete. Rush 
to see Nina's father, and 
allow her to explain the 
situation to him. The king 
directs Nina to retrieve the 
Wind Flute from beneath 
the castle. The guards will 
be informed to allow you 
to pass in search of the 
holy relic. 

Head out of the king's 
throne room and into the 
main courtyard. Go north 
out onto the castle battle¬ 
ments and look for a door¬ 
way at the base of a soar¬ 
ing tower. Through this 
doorway a long staircase 
descends into the bowels 
of Castle Wyndia. Follow 
the staircase down to the 
underhalls of the palace. 
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The halls beneath Castle Wyndia 
are like nothing you'd expect. You 
find yourself traveling through 
packed earth caverns that look as 
if they have been sandblasted. At 
most intersections, odd windmills 
teeter away, powered by air cur¬ 
rents passing through the tunnels. 


^Encounteirs 


HP: l ailO 
AP: 10(1 
Poiwr: BO 
Defend': 10 


Ability: 42 
Wisdom: 4 
L\|i: 2bi) 
/ennv; 90 


Sficddl; Feint, PoudiT, \ Ualt/e 

_ _ ... ^ 

{ rtirH^e fdiJvV tjdirr 

I smeit Hin itwubi^itx to 

twnn vrwff nr0>r iHtrh ot 

(wr OnJtf n illt fhvir F^nJiT tfbiitiy. amt to hml drrnivffrs nidr I rfidcf* 
i li vow imsi' (lattwtjv Umi best ht^i ndfr /itnihifUrs r% /hr i/w* at tim 
patrtit Orudi' ttllm L h a drtmm t\pt rmwisfiT. Imihk'Drs Uikv r\tra 
\ damntp' (ihwi r /hr mfnuat of tim ihntisltiiinii aUtiik If Ortah* 

, dfJi'trr / i'hwrjrwifr^ fhrrM oittnqhf kiihm itp ivith n bkm from (r/jv or Ki rf 
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HP: 90(1 

Agility: 75 

AP: 3(1 

IVisdom: 50 

Poiver: 80 

Exp: 290 

Defense: 25 

lenny: 120 

1 Specidf: Oou^e, Jump 
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CinrRrifwhr^'i on.* smu'phfdr In 
, nm%t lijivi ol dmiiagv BitUtw 
mtmslrtnoi imtHls tao hi* trou - — 

h/r nlirn l/fry ifii/mlr their potenl Sump nhih/i H hrri iiwi! uquiuyt 
I \(mr more vutorrahle iharmtvr^ Siuar tt tun nitiM* up to J^i) 
puinh of dumtiqe per ^Irikr 


Follow the tunnels eastward, passing the windmills as you find them. 
You soon enter an enormous cavern that slowly arcs to the south. 
Before following the cavern, explore a passage to the north to find a 
valuable Soul Gem. Now head south down the center of the cavern to 
continue. Cut east when you find a small passage cut into the wall. This 
tunnel leads you to a new section of the underhaKs. 



Continue east through this new section of passages. You eventually 
come to a strange oscillating windmill. It changes direction from moment 
to moment, first spinning with the power of the wind coming from one 
tunnel, then the other. Wait until the windmill is pointing to the passage 
to the east, then, pressing •, rush up the northern tunnel, 

Begin on the west side of the passage, then cut across to the east 
side. If you attempt to simply run up the passage, you will be pushed 
back every time, ff you are fast enough, you can make it to the entrance 
to a new section of the underhalls before the winds blow you back. 

This new chamber contains a bizarre collection of cogs, gears, and 
slowly spinning planks. Wait until one of these rotating planks comes to 
a stop in contact with the ledge your party is standing on. Move for¬ 
ward on this plank—you are spun ovef the central chasm that domi 
nates this room. 



Wait a few moments for the mechanism to rotate until you can step 
onto a ledge jutting out of the northern wall. Move east along the 
ledge, stepping out onto a plank fastened to the cliff face. After a few 
moments, the great mechanism of gears and cogs spins another plank 
your way. Step out onto this central wooden dial to be spun out over 
the gaping abyss that dominates this cavern. 
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You find another nook 
even farther north. Keep 
leap-frogging from nook 
to nook as you make your 
way up the passage. When 
you are withrn a short run¬ 
ning distance from the 
doorway at the end of the 
tunnel, nnake a break for it. 


Rush back to the cavern you used first to enter this chamber. From 
here, the winds can't get to you. Watch a neighboring windmill to 
determine viihen the air currenis are flowing. During the next break in 
the gales, rush forward and look for a nook in the wall to hide in. Wait 
here until the winds pass. 
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There's an earth-fas¬ 
tened plank to the south, 
and another spinning 
wooden dial to the east. 
Hop off when you connect 
with the plank to the 
south. You find a Balance 
Ring hidden within a chest 
as a reward for your 
efforts. Now hop back on 
the central wooden dial. 
Wait for the opportunity 
to hop back on the 
adjoining dial to the east. 
It may take several rota¬ 
tions of the dial before 
you finally connect with 
the ledge to the east. 

Hop off the dial and 
progress down the pas¬ 
sageway you find there. 


This last chamber can be a bit tricky. Move eastward along a meander¬ 
ing tunnel until a powerful gust of wind pushes you into the corner of 
nearby cave. This wind is so strong that you are pinned there until the 
gale abates. Watch a nearby windmill carefully—as soon as it stops spin¬ 
ning, rush forward. Make sure to press • to add just a little extra speed. 


I ttmms ffrnts ifn* 
a firr iit thi\ mtui 
hhm ri im vrn. Kvvp i cif/r nvrs 
tifwn hr it hip h tivaUmf 
IhrM md a pair of 


You finally arrive in the chamber 
of the fabled relic, the Wind Flute. 
Collect it quickly and enjoy a jaun¬ 
ty tune before making your way 
back through the underhalls to 
Castle Wyndia. With the Flute in 
hand, your next stop is 
Rung'tap—the Tower of the Wind. 


U \ mi lioirn t tdrvmh dtmr «.i 
fiixikf ti tptit k trip fri (hr 
1 \ rttimm \ Jf ti hum hvddlnti 
(hnjT? ftjsh/r fhi* hfii. Hr hers 
imprv^%hv for 

\iiU' hit/ irtVh c/W dw /vtm\ - 

trill hotnl from ihv Udhn mon 
stvrs of Kfisif I i rtmh fiird (hr* 
uit£/i‘fh4i/h, t iiii NlrniiW hi^ uhtr 

hi afford am it ra/ifia Wah* sure h pmihtihe iht* llitcr UtUatKih ini 
tnomhor id wur pnrl% ttm uht d tton \ ott u itl if in the h/frmv 
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1 Utmiintf tiimth aum in a ol Ihv t*nd ol Uw 

smithrm pa^Migv 


From the first ramp you encounter, leap southward into the powerful 
gusts of air rising through the tower. The entire party is cast up to a 
higher platform where you find a doorway set into the southern side of 
the tower. Head through that doorway to access a long staircase wind¬ 
ing its way up the outer face of the tower. 


Climb the staircase until you find a doorway that leads back to the inte 
rior of the tower. Head through the doorway, and ride the air-streams to a 
higher level. You land on another rarnp and have access to another pas 
sage leading to the outside of the tower. You find an enormously long 
staircase that takes you almost to the very top of the Tower of the Wind. 


With the Wind Flute in 
hand, you can now access 
Pung'tap, the Tower of the 
Wind. Move east from the 
elevator you began at and 
ascend a grand set of 
stairs to the entrance. 
Make your way down the 
steps from the main 
entrance into the halls that 
crisscross beneath it. 


^ncounter^ 

The Tower of the Wind is inhabited by a variety of surly monsters, 
including the infamous Drake, and the slimy GntRoach. In addition to 
the creatures that you know, you also find the vicious BloodBat. 


You eventually reach a chamber 
with a doorway on both the 
northern and southern wall. The 
northern doorway may be a bit 
difficult to see, so adjust your per¬ 
spective until it comes into view. 
Head through the northern pas¬ 
sage to reach the windblown cen¬ 
ter of the Tower of the Wind. 


Ill»: StJO 
W: lb 
Puxver: 72 
Defense; 4(1 


rAgilily: SO 
Wisdom: 20 
l\p: ISO 
/ennv: HO 


Speciul; Svphon, Sleep 




litr yimpfvst mty Ut iiHrnt u 
h yimph tn lut^h it 

fb* i’/fr^fnc Out rirrd Viitfi fpwrulh Sai-e tht' In^i 

huL ihir shtti Imm Wf/rrr lipirufh in a drttd hut, 

I he Hkhidlitily nrovi itirmiihihh Ji j‘opurjv-fh Srp/kiu oad 
^piYfVd tthiiiti. mrrlv ntU'if \uttr limmtterx It i\ tienendh hc^t Ut 
tnnpi Dr tiki's rrmrn ifniRtrutlu'\ hrhftv fwuimi umr uUriitim U* 
thr HlmutHut 


It' 


ptmrrfw/ (/mfs oi niod thnmtih (fit Ituerr 
at Ttyutar wlvn ats T> tif fSrsr jump In preysimf 

K, Hn’v MJii snilinq an u u# air ta nnr td the higher pint- 

ffinnv Adjust lutif in imdaiT h\ mmg thr difVttumol buttons 


From this new platform, leap 
into the winds. You are cast to 
another platform. As you have 
done in the past, enter through 
the adjacent doorway, ascend the 
stairs, and exit onto the final plat¬ 
form. From here, stmply jump into 
the next gust to reach the tower's 
upper chamber. 



23B 

Hrtfnv mtmding Ifrr slgxrdisi^ 
to thr fintii platfarni iunip into 

11 ixf n iVnI to dtmh fu this 

plathmn. tram Itrrr i nfj (fin 
rtxli fj ei x/iisf and rmi fx o ihrst 
tontaining a ot 
tkihlintiKahrs 

L_-_ 



fie ^fxrr fi/ /liin/t tmly refren ffir it inJ is fifnivfxif? tf tcnx Ix’xip fN-ln et*n 
tptsls, UH/ niff Jn/idife fioii Junii In Jlie fn^ipiiirino frirKii/ fixe frmiT. 


f nixxi f/ir% fmtii pUitform it oik oif fhv rdifr hrfnrrn blasts >ii« tali 
iff a phfhrm hrion Hhrrr i nn fmd tt thcst ot Pnavr frnKf. flop fiaxk 
xVxfn thr xievf i/uvl to wnh thr fmai plathinri 


Having arrived at the top 
of the tower, Nina con¬ 
cludes that the* party must 
climb into one of the 
Gondolas and allow the 
mechanisms of the tower 
to fling them high enough 
to meet the Wind Dragon. 
But before you take more 
than three steps toward 
the Gondola, your party is 
intercepted by new ene 
mies—and old friends. 
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When the Grunts have been 
defeated for a second time, 
and Scias is at your side, head 
to the Gondola. With a swing of 
the tower’s mighty mechanism, 
the party is hurled high into the 
air to join the realm of the 
Wind Dragon. 


HP: 1,500 
\l’: 40 
Poner: 72 
Defense: 48 


Anility: 40 
Wisdom: 35 
E:^|i: 800 

Zenny: 150 


.Special: Knock Out, Blind 


IIP: 1,400 
AP: 80 
Power: 72 
Defense: 48 


Agility: 45 
Wisdom: 30 
I xp: 800 
Zennv: 150 


Speciiil: flare, fire Blast 


IIP: 1,500 
AP: 40 
Power: 73 
Defense: 48 


Agility; 60 
Wisdom: 38 
txp: 1,000 
Zenny: 200 


Special: Knock Out, Blind 


IJir tiltiwu^h tfiniiidohtv. an* ^iinplv ia dvffal itytm 

(ipprmth fhf battir t/iiref Ifv. fnn/ef iiith spefh 

II> i uhtm* ar Rtuk Cruup altmk siti0v Cruith to efinif- 
noJr mrfi. ih^spik* thr i,runt\ uhiUlii'y thwart’ mrpmirtph 
th*ihaU\ hhiing tiatitT tmira trn fiirn\ of purthhiftrrtL 


iht Ormis ipt'uni ufidifji-v 
art* war qrt*itU^t III mil l kniAik 
ffijf rn parlHutur tttn im apail 
iuh* line nr im nr liiu iirrnibrri 
Iff vr/«r pari% in a ^inqtv uitaik. 
ilatt' and i in hlmt ant ntsii 
Mitm' prt'U\ nastvdam' 
agv. H rmf id all almtnl nrn 
iiI/ht uliaik (•mats rrrJ/ usv ii 
spniid f/Jir7iti : 


tin* Si^arid batik' n ifli Unnify 
i\ both fir^HT and hardt'r than 
tlw prtHixting tf«r It's t'aswr 
heatasi* ynii hutr Siinv 
MMf nil6 JJrr prodipiam uw ol 
thv ShinituflHadf* or Wulii 
[ ftaann ahiiitirs Hui i( \ hardtr. 
ht'umst' yvnrpariyis ttln'itd} 
aroknird from tUr ia\t hallit' 

- (niHrnlrirfr irn qrJIiffq Ihr 

lij’fjflli Ilf all ol your ihurmh'n m high iw fm%sihit in thr first nmnd 
at tmnlmi tlu*tt finish ttfl the Unmts as vnw did Ihv last tarn*. 


Ryu and Nina's quest has finally paid o8. With myriad consorts, 

P'ung Ryong, the Wind Dragon and protector of the Wyndian people 

appears to the party. This benev¬ 
olent entity greets Ryu as the 
Yorae Dragon, whose coming has 
been eagerly awaited for hun¬ 
dreds of years. P'ung Ryong 
warns Ryu of the commg dangers 
and offers to take the party to a 
place were their search for knowl¬ 
edge may at last be truly sated. 


^iaftfands 

With the rippling of his 
mighty body, P'ung Ryong 
carries the fragile Gondola 
to a range of remote 
mountains he claims lie at 
"the heart of the land." 

From here, the party finds a 
small hamlet nestled in 
among the rolling groves of 
the valley floor. Make your 
way down the mountain¬ 
side to exit the area, then 
head south to Ice Peak. 


^ce 



^Peak(45) 




A* Start D, Asbestos Arm r 

B. Vitamin E. 5t10 Zennv 


C Icicle 
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DolcriM'*: 4 


/I'niiv: 40 


Spi'LmI: I mst 
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Enter an eerie blue cavern, dominated by row after row of glacial ice 
trails. Follow these trails as they meander back and forth, making your 
way westward. As your party exits the blue caverns, you find yourself on 
a ledge overlooking the winding trails you used to ascend the mountain. 
Follow the ledge westward to progress to the next area of the Ice Peak. 


'Ice Peak consists of a 
f|ire«r of twisting, turning 
lials that ascend the side 
1 barien mountain, 
your way westward, 
fflSfifwng up the icy moun 
-nm face. 


As you ascencJ the mountain, 
you find a pair of caves—one on 
the upper ridges and one slightly 
below it. To progress through this 
area, enter the ominous-looking 
lower cavern entrance 


IIP: 7H0 

Agiiity: ^0 

\V: 20 

Wisdom: 2.'i 

l*cnver: 80 

l\p\ 2B() 

Defense: 40 

Zenny: 60 

Specuil: lloivling 
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(Encountem 


lake flit' mad if*\?i imi r-lrf/ 
and itiih'tJ this pmnh Udt td 
\ ittiininv. 


I 




t. 




This area looks as if it may have been inhabited at one point. Long, organ¬ 
ized roads and sturdy-looking log fences punctuate the landscape. You also 
find errant snowballs that Cray can push if you need to clear the road. 
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Head west down the snowy hillside, pushing the first snowball you 
find. Roll it down and around the corner, eventually pitching the snow¬ 
ball westward onto a rock that destroys it. 




Follow the snowy trail south, pushing any available snowball into a 
large crevice running across your path. Using the fallen snowball as a 
makeshift ice bridge, head across the crevice, and continue westward. 


fith* tUv tmrihvm path i/ti/rf ujn 
i7i rrloak ihv vftiirv 
i iti vast, fittshifui tt ^mnvhttl! 
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Eventually, you come across another impassable crevice blocking 
your path. Head back up the hill until you find a snowball. Push this 
lonely ball of snow down 
the hill—but push only 
once! After a single good 
shove, it's in the perfect 
position to help you tra¬ 
verse the crevice. From 
here, just head south to 
leave the frigid wastes of 
Ice Peak behind. 


rush thr Imt niuamug sfiim 
5tf/i up the hitl flit in u 
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Oiek(^) 


4 



% 


D VT 'A 


C > 


'ifv; / > ii 

W ^ 


A Tfitriinte 
R. Inn 


1.1Vc'dpon% ItShop 
1>. .'\iibess>i llomi* 


After an exhausting trek through the icy wastes of the highlands, you 
have finally arrived at the city the Wind Dragon spoke of—Cttek From 
the moment you walk 
through the main gate, you 
notice things here are...dif¬ 
ferent. Instead of normal 
villagers scurrying about 
their daily business, you 
find oddly cloaked children 
everywhere. 

These tots seem to have 
knowledge beyond their 
years—each child has a 
useful bit of information to 
offer the party. Walk 
around the city, speaking 
with anyone who will chat 
with you. You soon learn 
that the inhabitants of 
Chek have kept the secret 
of how to summon dragons 
to tne world of man. Each 
child has a piece of the 
puzzle to offer—but for 
real answers, speak to the 
oldest resident of the city 
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When you have conducted all of your business and asked all of your 
questions, there is only one place left to go. Head to the home of the 
eldest resident of Chek—an enigmatic gray-haired child known as the 
Abbess. The Abbess turns out to be a veritable font of knowledge, 
eKpfaining Ryu's origins and heritage as well as his place in the world. 
A^ter a long discussion, your party turns in for the night. 


A$ Ryu sleeps, the Abbess comes to him in a dream. There are 
words to bcf shared that cannot be spoken in front of anyone but Ryu. 

Just as the Abbess begins 
to explain Ryu's true 
nature and the dangers 
that he will soon face, the 
pair is surprised to discov¬ 
er an eavesdropper. Ershin 
has somehow found a way 
into this dreamscape and 
is listening merrily to 
everything Ryu and the 
Abbess have to say. 

Sensing there is more to 
Ershin than meets the eye, 
the Abbess delves deepen 
Beneath the thick plates 
of Ershin s armor lies the 
entombed soul of an 
Endless—one of the gods 
whom time cannot touch. 
The dream ends with the 
Abbess pledging to 
release Ershin from the 
confines of her armor 


0\( fnd 


In an attempt to breach 
the prison that has held 
Ershin for so long, the 
party is transported to the 
cloudy scapes of Ershin's 
Mind. The real Ershin, the 
one locked away for so 
long, should be in the 
heart of the dream world 
the party has entered. 


Come morning, Ryu finds Cray and Nina arguing out in front of the 
Abbess' home Join your party, and make your way to the northeast¬ 
ern corner of the city. In 
the hoHowed-out remains 
of a battlement, you find 
Ershin and the Abbess sit¬ 
ting together, awaiting 
Ryu’s arrival. With Ryu's 
help, the Abbess 
attempts to free Ershin 
once and for all. 
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V Drop by the local merchant. He has powerful new armor for sale, as 
k^ll as Healing Herbs and other supplies that may have become 
liliepleted. Also drop by the fnn to rest from your long journey. While 
r are there, collect a pouch containing a single dose of Aurum from 
U beside the beds. 











































Climb up the winding road to 
the east, until you come to a 
series of jump points. Hop from 
standing pillar to pillar, making 
your way south. You eventually 
hop down from this row of pillars 
onto a long trail heading north¬ 
east. Follow the trail, and be pre¬ 
pared for combat with some of 
the vicious spirits roaming around 
Ershin's Mind. 


i,ti nts! tft Hml a Jump pmni It* 
n tUmlinij istumi. I islituit 
hthh ti (hrst timUmimi <t yin- 
IVuliT n«rfl 




Most of the ledges you can reach on this landmass are blind. Hit X 
again near the glowing white crystal to start the island spinning again. 
Then tap x one more time to stop it—this time in a new location. 
Continue this start-and-stop process until you reach a section of ledge 
that allows you access to the array of pillars above. It may take a few 
spins to get the right combination. 


Once on top of this magnificent floating island, you notice four 
immense pillars bristling with powerful energies. In the center of these 
pillars sits a mystic box: a prison cell for Ershin's true self. According to 
the entity trapped within, you must destroy the pillars to free Ershin 
from her captivity. Move from pillar to pillar, pushing on them with Cray. 
Eventually, you get your chance to engage Ershin's captors in combat. 


r-- - 

ItP: 8(10 

Af;ilily: 12 

AP: la 

Wisdom: .S.S ^ 

I'owt'r: 42 
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j 

leech Power 
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Continue northward, 
hopping from trail to trail, 
plateau to plateau. You 
eventually come across a 
road leading north that 
grants you access to a 
new portion of Ershin's 
Mind. 

Hop along the many 
jump points as you 
progress northward in this 
new section of Ershin's 
psyche. You quickly Jump 
your way to an enormous 
spinning landmass, rotat¬ 
ing just out of reach. On 
the last tiny island you 
jump onto, look for a 
glowing white crystal. 
Press X to activate this 
psychic switch and stop 
the spinning landmass. 
Once things have slowed 
down, hop over to this 
giant island and explore. 
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Chapter. inThe Endlejj 




(Jhek (46) 

Once you have returned from the world of Ershin's Mind, the 
Abbess calls for a medium, as Ershin has requested. Rhem, the 
strongest medium in the village, answers the call. With the help of the 
Abbess, Ershin's vital energies are transferred from the lifeless shell of 
her armor to the tiny child body of Rhem. 


After gorging herself on all the food and drink she can put her pudgy 
little fingers around, Ershin begins to expound on who has summoned 
both her and Ryu. Apparently the Fou Empire has developed an imper¬ 
fect mode of summoning the gods. In Ershin's case, their imperfect 
method meant that she was trapped in her armor, unable to fully mani¬ 
fest in this world. As for Ryu, he was split in two, his other half roaming 
the earth elsewhere.... 


Qonne <DUfaffe (47) 


Rising from his sickbed, Fou-Lu has his first chance to investigate the 
home of the woman who has taken him in and nursed him back to 
health. After inspecting the house, step outside and explore the sur¬ 
rounding area. This is a simple farming community. Speak with every 
person in turn, until at last you converse with the local landlord, stand¬ 
ing at the village's east side. 

Mami, the young woman who has taken such good care of Fou-Lu, 
runs quickly to his side as the landlord tears into him about his name 
and origins. Making up a story as she goes along, Mami explains that 
this mysterious stranger is in tact, her cousin, Ryong. After gently placat¬ 
ing the suspicious landlord, 
Mami leads Fou-Lu back to 
her humble hovel to rest. 
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HP: 1,200 

Agility: 55 

\P: 100 

Wisdom: 10 

Pntver: 80 

E\p: 2,.500 

Defense: 60 

Zennv: 0 


Special: Warv, rirobldsi 




IIP: 1,200 
,\P: 100 
Poiver: 80 
Dolon^c: 60 


Agyitv : .'55 
U'isdom: S 
r\p: 2,500 
/enm: 0 


IIP: 1,200 
AP: 100 
Poiver: HO 
Uefcnse: 60 


Agility : 55 
VVi^om: 5 
E\p: 2,500 
Zenm: 0 


Spec ill I: Sever, C\ clone 


IIP: 1,200 
\P: 100 
Poiver: 80 
Deleniie: 60 


Agilitv: 5.5 
Wisdom; 5 
[ \p: 2,500 
Zenny: 0 


Speciiil: Rock Rlitsl Slone Pillar 


Special: Frost, ke Blatil 

h d fire spirti Ihal uses 
vdiid and suppresses luiter, 

ts a Hind spirit that uses 
Udler and suppresses earlh. 

ts d Hater spirit that uses 
earth and suppresses fire. 

is an earth spiril that uses 
lire and suppresses naler. 
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tpd of the Oral It ottaik. 
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With Ershin's spirit finally 
free Irom imprisonment, 
hurry back to the glow¬ 
ing entrance of Ershin's 
Mind to return to the 
waking world. 






































AgHity: 205 
Wisdom: 200 
i\p: 10,000 
/enny: 750 


l\F: l5,IKm 
AP: 50 
Poner: 5B0 
l>ef[?nsc] 220 


Special: Body Press, Stone Pillar 
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The neKt morning, Fou-Lu rises to find himself alone. Explore the vil¬ 
lage and talk to anyone who has the time to speak. When you have fin¬ 
ished looking around, make your way west, down the farming road to a 
new section of Sonne, Continue down the farm road until you find 
Mami, working in the fields. 




Your conversation with her is soon interrupted by a howl of pure ani¬ 
mal fury coming from the east side of the farming community. Hurry 
across the makeshift bridge spanning the village's irrigation system to 
encounter a group of worried farmers. They speak of animals that have 
been becoming increasingly violent—even going so far as to attack 
people. Help the villagers by defeating this vile beast. Move around 
the farmers and head east into the forest. 


Ifjjf nofUr N I m-it skills rrMN7(j/jfr fo /mj f ri firn 

\kj7f f/frj/ Hyii hm ltHtnii*tl n trunskrtt'd to Ihv vtuporur qod 


Once the battle is complete, 
return to Sonne. The villagers 
await your return, eager to learn 
more about the man that has 
defeated such a powerful adver¬ 
sary. As Fou-Lu tries to push his 
way past the throng of curious 
farmers, Mami rushes to him, 
offering him a place to rest after 
his formidable ordeal. 


th nol irttrr fhr umlifws id Sontw iiuitr yid Ihtrr art* dinitprs oitl 
\idr Ihi’ rrf^ flrrf/ !tm to h twl vi7 fffrpand ((* htit\ 


(Jiek (46) 


Back in Chek, the party argues over what to do next. The only thing 
they can agree on is the need to speak with Ershin once more. 
Unfortunately, the newly liberated Endless is fast asleep after an 
afternoon of gorging her 
borrowed body. The 
Abbess suggests that if 
you wish to wake a god, 
you must do as you have 
done before—leave the 
waking world and travel 
within Ershin's Mind. 

With the Abbess' help, 
the party is transported 
into the ethereal depths 
of Ershin's Dream. 

The world of Ershin's 
Dream is a wispy, cloud- 
covered landscape of 
arching land bridges and 
ornate temples. Make 
your way along the wind¬ 
ing road, hopping off the 
beaten path to collect a 
double dose of Knockout 
Gas and a set of 
ManlyClothes. Continue 
down the only path avail¬ 
able to you until you 
reach a soaring temple 
made of polished 
alabaster. 


Inside you find a dream¬ 
ing Ershin. Known as Deis 
in this realm, she tells you 
more of Ryu's origins and 
his ultimate destiny. 
Ershin/Deis tells you that 
for her to truly help Ryu, 
she tTiusl first awake^—a 
task she can only com¬ 
plete when you have left 
her dreams. Leave the 
way you came to allow 
Deis to awaken. 

Once awake, Ershin tells 
you of a place known as 
Yorae Shrine, where* you 
must go. From this sacred 
site, you can summon 
other dragons to help you 
in your quest. Make your 
way westward from Chek. 
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Agility: 50 
WiMlam: 1 
L\p: 260 
/cnny: 60 


\m 950 
AP: 40 
Power: 85 
Defense; 50 
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CHAPTER. HiTHE ENDLE55 


Arshin (Encounter 


1 

r Head west along the newly revealed road. You come to a small 
1 canyon. As soon as your party has taken a few steps, you are visited by 
- - -- an old friend—Ershin's armor. 


Somehow, having been enchant 
ed by bonding with an Endless, it 
wishes to remain close to Deis, 
after having been together with 
her for so long. Deis on the other 
hand is far from er-ithusfastic 
about even being near the obso¬ 
lete suit of armor. Leaving the 
Ershin armor behind, the party 
cor^tinues on its way. 


f]^w (Encounters 


HP: V300 
AP: 40 
Power: 86 
Defense: 50 


Agility: 45 
Wisdom: 20 
EJip: 500 
Zennv: 350 




Specml: Death, Rock Bla^t 


imtds rvpn'smt a larmidabit' 
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shiiuhi rttsils kid u limd itt aav stuii 


Qinchon (48) 


The mystic ruins of Sinchon lie 
dormant, covered in moss, dust, 
and hundreds of years of neglect. 
You find a staircase leading into 
the bowels of the shrine, 
although from the look of thir^gs, 
the most dangerous part of your 
journey may be the crumbling 
structure itself. 


(JSjpv Encounters 


For a site of sacred power, this place sure seems to be crawling with 
the wrong element. Fiends can be found around every corner, along 
with a new mechanized terror—the Bot. 



r-ftM 1 
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Agility; 25 

AP: 26 

WkdDni; 15 ^ 

Power: 81 
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Defense: 52 

Zenny: 0 ' 

Special: flare 
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IIP: 

AP: 10I> 
Power: 9!i 
Defense: 55 




Agilitv: 75 
VVisdom: 15 
Exp: 4(10 
Zennv: 0 


Special: Hreblast, Ram. Samfice 
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Head north through the ruins 
until you pass into a chamber 
supported by a series of crum¬ 
bling pillars. Continue to the 
northeast, following a side pas¬ 
sage as it winds through the 
decaying halls of the shrine. You 
eventually come to a doorway 
leading north—follow it into a 
new section of the temple. 
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to dtndde bitik mta the pit 
tand thamher taut iailett a 
pair of ^MViWan ^ \ es hiiidea 

a 

Wr' 

If 1 III 91 - 

■ =* ' 

L _ 
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Make your way north, 
taking the easternmost 
passage when fallen 
columns force you to 
chose a path. You come to 
a tall staircase with door¬ 
ways at the top and bot¬ 
tom. For now, head 
through the upper door¬ 
way and continue into the 
next chamber. 



Hop along the broken pillars that dominate the next room. You find a 
chest containing three Dragon Scales. Continue northward, using the 
most efficient path to the chamber's end. Unfortunately, the pillars do 
not continue far enough to allow you access to a series of doorways 
nestled into the northern wall. Head back to the previous chamber, this 
time taking the lower of the two doorways. 



Bm\ E> 




By taking the door beneath the staircase, you enter the floor of the 
pillared room. Make your way along the base of the columns until you 
reach the northernmost edge of this chamber. In the wall you find a 
jewel-encrusted crest. Touch it by pressing X. This raises the final two 
pillars in the room—but only for a limited time! 



Rush back to the previous 
chamber containing the stairs and 
the two doorways, pressing • to 
add extra speed. Head up the 
upper staircase, and rush across 
the columns following the east¬ 
ernmost row when given the 
choice. If you do this correctly, 
you should have just enough time 
to cross to the northern ledge 
overlooking the pillared room. 


fft fafliiMirrf^ the nrstrnmwst series at tohimns )au gain at t ess tan 
jmir aftbi^fs rNNfffr'jJaJr/ Shards and the St$td Himi I1/N*fi fhr" 
fuiNT runs out the fufamir faurr^ ui/afi'irrg tptf the nrst ^ 

enunast of lUe Ihtee duNrn a\ s. 1 //<t (a/bv taig the itnns. evrf nut the 
vasiiTtumtst ifNanifH 


You can now enter the 
central chamber of the 
temple. Continue north 
to exit the chamber and 
meet up once again 
with Deis. 

From this platform, 
countless dragons have 
been summoned—the 
entire area pulses with 
the energy of the 
Endless. The party once 
again enters a trance. 
The Endless have been 
summoned. 
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CHAPTEK II:THE ENDLE55 


Qonne (47) 


Standing in ^he fields overlooking the peaceful hamlet of Sonne, Fou- 
lu senses the presence of an Endless. As the mystic aura of an immor¬ 
tal suffuses him, the earth shakes with sympathy, buffeting the village. 



Head down the eastern road to the fields surrounding Sonne. The vil¬ 
lagers are terrified, speaking of nothing save the anger of the god that 
resides wittiin. Mt. Yogy. Only when he is angered does the ground 
shake with such tremors. Speak with Mami one last time before making 
your way out of the village and toward the mountainside. 


iKt ya^ (49) 



Mount Yogy is as barren and des¬ 
olate a place as ever there was. 
Trails wind and encirxie the 
calderas of Mt. Yogy. Begin 
ascending the mountain and have 
Fou-Lu destroy a rock sitting in 
the middle of the trail Continue 
higher, winding west up the face 
of Mt. Yogy. 



(Encounters 


Ai': him 
Power: 22U 
fTefeme: TSd 


A^ilily: I2(} 
VVisdfim: HO 
I \p: 2,200 
/cnny; 600 



Spectal: iViagma Blast, Inferno, 
rireOlast, flare, Burn 

11 iu't I hit hui a s ifui ^ (tn vki, 
hm J u f\m Utitr Or H'f»m ^ 

iifmui -hc uhvnys^rts to alUttk /rrsl. Itvn n ith nn mipressfi e 
iif\ it tou t stand up to tlw pwiishiiitf of tau t u s Kumf SjrunT 

HtmvuT. tvhvn fatUifi man' than anv of thvM' i kiaas hhbs, 
vxpi'tt to take (it least n liHlv duinui/r J/ir spviial ahiUties uttihvii 
hi tui mds rxphiit tuu !u‘s t ultwrubtliH in fire Uv tspnialh luirv (d 
\Uitfnia Ithist or bilenm I fiber ime tit thrsr attfuks itin muse hr/r 
ri*rrihru\ daniutiv. if uui knv ti pttiruf f aioids in a nthrd (frttup td 
I'lirmit's, I omidiT rvtrviitimf tnuii ttunbut. 


flP: 1,000 
AF: SO 
Power: 220 
Defense: >10 


Agility: 120 
VVisilom: >0 
f sp: 2,000 
/enny: BOO 



Special: Stnne Pillar, iVlagii Hall 

i iiinis are nal tmtt U id a tbrval 
If) fan i ri. / hrr n rtil fiaiieath 
as vtm UHir them afutrl tnni- 
hv tunr If vfu^ (iUtmt bf learn the pateid AUnjit Hall atknk a (aka 
mti (lee as quit kh as it lan 


HP: 1,700 

Agility: I2S 

AP: HO 

VVisdiim; 1 

Power: 210 

1 Kp: 2,HOO 

Defense: 160 

/enny: 250 

Special: Blit/ 




BUhatis repn^ent a (jenuitte ' wr nHC 

threat bi hill I iL Small (jTttups BE ^ ^ 

are lapahle at iniurhui him 

si*irn'h'. and bmp' qraups tatdd eirii Itiif hurr. /hr ffrruffst dntup'i 
thei piise h their HUtz ahilUv. huh Hilhuo utii easih iaflui at least 
700 paints af damatje in a smqle faru It n ith three ar mate 
fhibaas, either dee tram itmihid ar intfurdififrlv tlutnqe mtn the 
Astral thnqan farm, hi hanum tnmi I an fa is as qaad as dead 
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bonne. As soon ns you nave 
cleared the crater's edge, you 
come face to face with Mami and 
her intolerant landlord. Its obvi¬ 
ous that this scrawny fool both 


heading back to town to rest 
after your latest battle. 


PltlMA^^ OFFICIAL iTKATEGY GUIDE 


Mukv Mtrv to irvr In ihn nr^t 
in find rj f7rrs/ ottfft n 

piatmii IliJ/mi 
fiml ii Iripif tUiM* of 

iUiftiin \oti tviil 
tilHy tU'Vd dwso prn ions litflv 
piHs fuh'F tm. 


HifickiMitifs Ufr oo threat ^ 

Ind in \inuii tpouin ihv\ mo 

inmv too i rj loosuhnihio dumo^e t heir / Ijuir/in' in pariu 

uhu inn as futint a\ WO tlwrr i\ fU) urn to 

di'SiTin \nmU pumps td HUttkfMom nitUout takinp (fnmapv if thr 
^urrii mi/ iiou uses its spvtiui tjfftfWiVv xou'Opvt imri 
torlmmtvh. thesr tpHhy terrors are exlnmieh tvtnerahh Jo ph\yi 
tiil attmk hm t ti Uitiiifd he ufjfr to tear thnmph it iont iHtih turn 
at mutntit tombni 


SpeddI: Summon kin. 
Quiikcv Ffiiuv 


I he /inl thinp Vffrrri/ui;:^ is 
^nsnmon kin hriiitpnii to 
his aid a hhnl tnuf a 
Oeihi.%if t mh td thcsr-TTro ^ 
iurt^ nm muse ionsiderahle 
dmtuiip' to foil tits tuinunt 
iartn t htiiup' info the 
Istr^d t}nnpm ipnikK /r^ 
pitssihle 

thekex to defeutinp Wart 
umi itis r/k is Ute pnnlettt 
use ttt the t niset ithUiti^ 
this orra vthHl sped ts 
ithsohttH\ det nstatinti 
npahisi A fori tutd nm fuiv 
nufsafirr tre Hires fir 
nnifi. t tmtinuedo hantmrr 
\ tort n ith this potent, ohili 
Ic imd l iiliM i is osutred 


Itfke the 11 fifrifwf ot the 
iu’& iraih frr (tiui a^itt h of 
n rsdofif I rflit lirn nim nrci/17 
fur /fji' npt oniiini tmttles. 



1 IM 

HP: 2,500 

Agilily: t75 

AP: 50 

VVisJum: 221): 

Power: 240 

Exp: 5,2[i0 d 

Hcfeiise: lilO 

Zennv: 550 i 

i 

1 

Special: lliire, Dedlh, limed i 

Btoiv, Ebonfire | 


HP: 10,000 

Aftilitv: 17(1 

y\P: 200 

IVisdom: 2»() 

Power: .>00 

I vp: 2l>,(«)0 

Ilefense: >20 

/(-•nnv: l,()(HI 
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CHAPTEK II:THE ENDLE55 


Qinchon (48) 

; Fou-Lu slays false gods, Deis, Ryu, and the rest of your party finally 
Sand in the presence of the truly Endless. Deis pleads with the incar^ 

nation of all of the dragons to 
impart to Ryu some of their 
power. She fears that, in Ryu's 
weak and vulnerable form, he will 
be swallowed and lost in their 
joining should he come in contact 
with Fou-Lu. Deis hopes that Ryu 
will instead control the melded 
and whole dragon that he must 
become, so that he might send 
her back to where she came from. 


Qcmne (47) 


Despite Fou-Lu's best elfotts to fit into Mami’s life, things have finally 
fallen apart Led by a tip from Mami's ever-jealous landlord, Imperial 
troops have come to Sonne. Rush back to Mami's hovel. She quickly 
joins you, barring the door in an 
attempt to protect Fou-Lu. With 
troops outside trying to break 
through, Mami tells Fou-Lu to 
save himself and escape through 
a crack behincf the oven. 

Realiling that there is no other 
way, the emperor god Rees, leav¬ 
ing Mami to the cruel whims of 
the Imperial Army. 


Oiefc(46) 


As Ryu and the rest of the 
party speak with the 
guardians of this world 
about destiny, fate, and 
heritage, Ershin's armor 
sits alone and asleep with¬ 
in Chek’s only Inn. Startled 
awake by the Abbess, 
Ershin is told that Imperial 
troops have taken the tiny 
village in search of Ryu. 
The townsfolk of Chek 
have already been evacu¬ 
ated to an abandoned vil¬ 
lage to the north—-and it’s 
time you joined them. 

With the Abbess in tow, 
try to make your way to 
the main gate of Chek. 

Ershin is stopped by 
Imperial patrols before 
she gets two steps out 
the door. There is no 
choice but to combat the 
invaders—either they 
walk away from this, or 
Ershin does. 


/ r\hrn mtisl F«ir /ivn iujits oi 
tntpt'fittl iraop^ - iirst ton 
sisthiif ttf a \nlwrami 

PikrtnriL Jhr sixontt rvim.* 

Arrhrr 'inppnrtnl 
in irm Piknurn Nomitr Ihvttt 
nti Ifrn wmr irm -niiit a 
tnitjhU riu kri ptini h. 


IIP: him 
\P 20 
f’o« cr: 50 
Ho fell sc: 55 

Specidl: \'one 


Aftililv: 13 
Wisiloni: 8 
r\p: 15(1 
/ennv: 50 


IIP: 500 
\P: 20 
Poiver: 50 
Oefensp; 55 


\}4ili!t: 15 
VVisiJcim: 8 
I \p: 125 
Zenny: 50 


Special: llpalin^ Herb 


Srithtr Pikmivn nor Irffim rcprrsvtU a /frrprif fu Inhin. 

Shnph tuiift't ixn h nith o iri-ff iimii-tf Ovmr; frvi io I'iimtuntr it ivith 
tnu* pomlr I \pivl fi.t tah* *i Utile but ii Hit ^ nhiti\ umurmi/ 

(irtenshe if hr nntinmf mme lUftn a s%rtti(h. 


Ershin should be able to easily handle the Imperial Army, sending 
the attacking troops packing in only a few turns. Unfortunately, the 

Irnperiaf commander assigned to 
lead them isn't so easily van¬ 
quished. After a brief atteimpt to 
coax Ershin into revealing the 
location of Ryu, the comiriander 
brings his considerabfe magical 
talents to bear against our littfe 
metal hero. With a pinch of mal¬ 
ice and a spark of light, Ershin's 
broken body is thrown across 
the courtyard. 

Qinchon (48) 

Back at Sinchon, the dragons finally agree to assist Ryu in his quest to 
become equal to the great Emperor Fou-Lu, The Wind Dragon instructs 

Ryu to seek each of the dragons 
out in their true form. As you find 
them, they will imbue him with a 
portion of their strengih. To begin 
Ryu on his quest, the Wind 
Dragon allows Ryu to draw on his 
power and invoke the powerful 
Rainstorm ability. So, empowered 
by this new ability, make your way 
back through the temple and 
return to Chek. 
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(Jiek (46) 


The party returns to find 
Chek abandoned and their 
companion Ershin 
sprawled out on the cob¬ 
blestones of the village 
courtyard. The Abbess 
returns to reveaJ the 
details of Ershin's noble 
sacrifice only moments 
before the mystically ani¬ 
mated annar succumbs to 
its terrible injuries. With a 
heavy heart, the Abbess 
instructs you to meet up 
with the townspeople of Chek in an old Abandoned Village north of 
the city. Heed her ^ldvice and make your way northward. 


^^ountain ^Pass (50) 


The journey to the Abandoned 
Village is far from easy. To reach 
these remote ruins, you must tra¬ 
verse a treacherous mountain 
pass that is just oozing with 
vicious monsters and unseen dan¬ 
gers, Expect to meet up with 
packs of Bilbul and Yaen while 
climbing the mountainside. 


<Ettcounters 


IIP: limy 
AP: HIO 
Power: 93 
Defense: 30 


Agility: 60 
Wisdom: 15 
L\p: 360 
Zenny: 160 




Special: Chlorine, Rest 

Jl fhis fmint iff vuur joiimt'w 
Yfivti aren t itfuvvrfftl 
tmmHfh Hr ntfer rrinrh W 
vrmr party, (tamrurr fh\in nith ptth'jii qroup rftct f Hvim-alal \pvlb 
sttili m Cythnw t>r Hark Hlnst hi Hvtikvti tfw putk, then tmhh tlwnt 
uft mill a vii'fjfr/ sfire ttr imi \iivn urr tiha pttrtUnhtrlv smtvptiUiv 
to iommand and stai alitrinQ sprlk 


Make your way northward, care¬ 
fully avoiding blind trails and 
dead ends. When given a choice, 
keep to the northern and eastern 
passes, Expect to face stiff resist¬ 
ance as you creep ever north¬ 
ward. Continue until you reach a 
series of decaying walls and 
co^umf\s where your party can 
bed down for the night 


Dart ifuu n u vntflHrn p«ss fn 
tfjRivf a *imd (d*m hkhhm ii dlt 
in a r/irfJ. 


Morning brings a bitter 
surprise: upon leaving his 
tent, Ryu discovers that 
the party has been 
ambushed and captured in 
the night. You are intro¬ 
duced to an Imperial offi¬ 
cer narned Ursula, leader 
of the troops that now 
hold your party captive. 


3k 








JJ. 


M UH'i.-t rf 
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CHAPTER IhjHE ENDLE55 






Although disciplined 
and steadfast in her 
duties to the Empire, 
Ursula seems genuinely 
moved by your party's 
concern for the villagers 
of Chek. After a short dis¬ 
cussion, she is eventually 
swayed by the words of 
Nina and Cray to visit the 
Abandoned Village to the 
north. 




The battle quickly turns 
against you, with every 
major member of your 
party severely injured or 
knocked unconscious. In a 
cry of primal rage, Ryu’s 
anger and desperation 
are loosed in the form of 
a giant golden dragon. 
Utilizing a new attack 
known as KaiserBreath, 
this powerful beast lays 
waste to Ight, destroying 
both the warrior spirit and 
the commander who sum¬ 
moned it. 

Ursula wakes only 
moments later, bruised 
and dazed, her entire 
command of Imperial 
troops annihilated by the 
magics unleashed by 
Ryu’s blood rage. Only a 
smoldering crater remains 
of Ight and the Imperial 
commander. 


^ s 


With her prisoners in low, Ursula enters the 
searching for the missing townspeople. What 
horrify even a hardened 
Imperial officer. Youi old 
nemesis, the Imperial 
commander, h,is beaten 
you to the village, beating 
and torturing the towns- ! 
people of Chek in an 
attempt to gain new infor¬ 
mation about Ryu's 
whereabouts. 

Looking to settle the 

score with Ryu, Nina, and ^ ^ ‘ 

the rest of the party after 

his humiliating defeat, the 

commander decides to 

test the mettle of Itie 

Ursula's captives with one ^ 

of his latest creations. — 


Abandoned Village, 
she finds is enough to 






PRIMAGAME5.COM 


‘1* ^ 


<]jatt(e with ^Igfd 


r- - -- 

_ ' t/ ■ ' 

HI'; 2,9<J9 

A|;ililv; 1 

AP: 1,111)0 

Wisdom: .ill i 

Poivlt: no 

Ivp: ! 

Delense: ! .'> 

/ennv: 0 i 

.Special; Pah, Inferno ^ 


Uw iimtmttntivr'% Itilrst prf ts 
a Intlkinif that i /rrii r- 
rifrjinsf nn thtiitu' at fti'Ivtilinq, 

lien vfHtr hc\! tomhtt ntimks '■h*' i - 

dn tinthinq hui rittuiwi oil nf ' V 

its thiik fuiiwr plniinq. ^ ^ ''.' J 

PfiVSfKj/fmi/r'Ns ^ ^ 

effet ihv, nfivn doimi tm (Unn' # 

atfv ivtujtsnv\ er ^ 

hjht t nts thrumfh yinir puriy 
ivil/i thr qrvntvsi ni rase Us 

p>*rrr«ff/tfr /<iIt aifmK tan timsr ^ 

up hf fiOO paints oi damaije tn 

ruTV rm-tPifuT w/ KJPir pjf/t - i*rrn turn, la make matters ivmse/ 
this iihomination srrms to hat e been spnififttUv (Tr'ofrcf ^^7 hunt 
druffans^ daimf more daruaqe ta Hya tima am athrr meadjvr td 
the party. 

Don't bather assuminq the Ihbrid Draqon tnrm-Ufht irr7J mt/v 
break iow dtmn in a snuftr turn at attmks. In fait, plate (iff at 
your part\ in i,uard made miept Ri'u. Uhen he is sri m7i in/tirt'cf 
by iqht. don't pfsr Itentimj Herbs or i itamins to rmtart* hh 
Imdth M fjrr* Kiu h reduted fa (f Hi\ a fra/i^/iPnnr/lpVnp 

attttrs. us ni7i as a shift in the tides of battle. 
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A. Slarl 

B. Water Gem 


C. Ickle 
a Fxit 


Following the main road south, 
FoU'Lu eventually reaches the 
Sanctum the Sonne villager told 
him about. A great stone with the 
words "Ye who enter this place, 
prepare ye a sacrifice'* scrolled 
across its front seats the entrance 
to the Sanctum. 


From behind Fou Lu. the baby 
Papan enters the clearing of the 
Sanctum. Papan smashes itself 
into the groat stone at the 
entrance of the Sanctum. Despite 
Fou-Lu's cry to stop, the baby 
Papan continues, eventually col 
lapsing to the ground. 


HP: 10,000 

/\gilily: 75 

AP; 100 

Wisdom: 5 

Poiver: 230 

fxp: 5,500 

Defense: 80 

Zenfiy; 200 

Special: Risky Blou. Blitz, 
SpiritHlast 




Ihv i vLtofis is a tiiTiv adi rrsurw ^ -i 

i^pniiilh in (untptirisnu to thv 

f aim (iwf nm (nn' vhnvhrrv tiu* Sam^um. HanimiT /fifv um* 
I'rivi rn/ruJlrvs/u . Uirr a limptr' nf rtfiuuh nt ttnuhot, 

ttwn* is a rfuncf rfrumr fhaf l/ir % diih H'tff r^n iutt 

thr attmntl of dtirritir/r that it ran Jiiffii f iiprm vnii. 


Qonne (47) 

Life in the humble hamlet of Sonne is slowly returning to normal. Mami 
has been taken away in chains, her fate uncertain, while the Imperial 
troops have finally left the village. When quiet settles across the town, 
Foli-Lu, the emperor god, slowly creeps from his hiding place in the 
woods. Fou-Lu is overwhelmed with concern for Mami, the simple vil¬ 
lage woman who sacrificed herself so that he might escape. 


Qanctum (52) 


Fou-Lu encounters a villager at the edge of town who is sympathetic 
about his plight, offering him reassuring words as well as an Ivory 
Bangle. The peasant implores Fou-Lu to flee and not allow Mami's sac¬ 
rifice to be in vain. An ancient shrine on the other side of the woods 
may offer the emperor sanctuary. Head east along the village road to 
enter the nearby woods-the same place that you battled the Papan. 


fltr Uvn Hamtlvu tmtvn i^ili nwl/fy of an r-nrpwr gad. ti 
itrat (ftt mtinimtinff rate utUmitu} ton In iff mtarr from dtimggr 
irrdtawf itw aid ot tU^alititf Itvths or I 'ilnmms. Alter emh larnbat^ 
outtil fan la ntJb //ir fr-tirv thnufir WitUrn a trt% stepx las i^riTi 
injim tuff hr ntirctf uhnstr^ralrd 


Head east through the dense 
wood until you come to the baby 
Papan. This once-imposing animat 
was reduced to its infant form 
when it fell under the shadow of 
the emperor's power. The now-tiny 
beast seems to have an affinity for 
Fou-Lu. foHowlng him wherever he 
goes. After you've picked up this 
groupie, turn toward the southern 
forest trail to exit the woods. 


full /fi tanrud tamp atmitwrr an Hir norhi map. uij Ryu 
and hts pmtx mn. 
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CHAPTEI\ III:5TI\EAM5 


The Sanctum is little more than 
kttries of tidy caverns, connected 
^massive cracks and fissures in 
! cave walls. Head west, moving 
l passageway to passageway 
jr way through the Sanctum, 
ect to meet intermittent 
I gigups of Cairns or mdividual 
I Cyclops. When you approach a 
lilt in the tavern, foflow the pas^ 

[ branching to the southwest. 


St 



‘. p 






iUnrhriHh thn n ilw mtrlim vU tit twt n simftr hit It* hid ' 

:fnj n itliitt a i hrst 


Following the southwest pas¬ 
sage you quickly come across a 
mysterious glowing blue gem. 
This is the last remaining essence 
of a dragon, whose shell has 
faded with the passing ages. 

Press X to collect the Water Oem 
Dragon Crystal and open a paS' 
sageway to the west. 


fJrf/rn'tlK lrffl(T(*rrn 
r^rurri> fim f Pf f/rr - 

fMiiirr fjf Iffr VeT/iriiJ, 

/dm fr; Irikn / .. 
rm rnlirr/v nm W 

hiUrid dtfiqm hinn 'ijr 

c- 

VVdlerspoul 
f rost Strike, Bing, 
Bing'ah, Snap 


Once you dear the passage, fol-- 
low the adjoining cavern to the 
northwest Fou-Lu eventually 
comes to an exit, allowing him to 
leave the mysterious confines of 
the Sanctum, 


Q^a forest (53) 


Soma seems to be a peaceful 
forest, but two Steps into this 
gentle glen youll learn other¬ 
wise. Bilboas, Shadows, Bandits, 
and Morphs frequent this area, 
often attacking en masse. Be 
prepared for fierce combat as 
you head west 


(E^tcounters 


lll*:2,8H0 Agility: 50 > 

AP: too Wisdom: too , J| 

Potvcr: 140 Cxp: bttd 

/criny: 

Special: narr 

fli'sii/fs /letm; inui.h more 
durahtf thun uiiy H Vi/ fiifv // S 
ritthi to ht\ il ton ulitizi* potvnt 

ihtrv (liimia aquifist the i*tnfHTar to qrvot t'f1t*it >iiii /pup f ipji/i ont 
rountl oi flttiUr fn'r qrmv hvforv o \fcjr/.s rriPirfutf drifth 

doivn on konr hrod liimitwir thrtn H ith u \rrirs td nrti-phnrit 
sa nrd vinkr'S. 




HP: I3m Agilitv:‘>0 

AP: 9tl IVisdam; lOOn * 

power: i7tl t\p: 1,500 

Defense: lOS /enny: 400 J J 

Special: Disembowel, Targel V 


* 

'J 


Lpprpp f/pr/Jrvf iip/ifjr/imi/v, m ^ ^ 

tht'\t'Mh*(i ihiviv^ siotph Itvr - > - :%m- ^ 

trofn \mir pmente^ t Iwm* 

Shadmv\ itmt ^thk nround are fM/n'ipp^'/i' difihidt to hit ihv imt 
diri'if domtufr %pt'll ^tiih a% Hum ar Srii% nhhh too to mrn hmr 
trarnvd ria hr^ rotinrction to R\ti. 

ll ltp'ij ivpii/opp/fnnr; ittiwd tjrintit% of ShaiUiH% md Bnipf/ih, (urqrt 
thr Boodih ftnl .Uorr rj/fnn Itmn nut, the S/fridppiis //nr intm voor 
pn'yvme, nhilr thr Humlits rvmuht Ut iiqht 


Head southwest, passing a large oak tree that dominates this first 
section of Soma, Down the western ravine^ you find a IMultiVitamm. 
tucked away in a chest. Collect it, then return and follow the gully to 
the south until you reach a new area to explore. 


- 






Continue southwest, following the floor of an increasingly deep 
ravine. As the ravine floor gently slopes upward, Fou-Lu stops, sensing 
a great evil about to befall him. 
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Elsewhere, the living sacrifice of a young woman has been laid on 
the altar of the Carronade. With all the necessary preparations made. 
General Ybhm orders the terrible weapon fired at the Soma Forests 
near the southern end of the continent. With a blinding flash of sickly 
purple light, the awesome power of the Carronade is let loose. 


y^Bandoned ((^Ufage (51) 

The battle with Commander Rasso finished, Ryu sleeps. Meanwhile, 
the rest of the party tries to decide what course of action to take. 

Nina, returning from Ryu's side, 
suggests that instead of trying to 
flee Ryu’s destiny, they actually 
seek out the First Emperor within 
the territory of the Empire. As 
everyone comes to agree on the 
wisdom of this idea, Ursula, the 
only Imperial officer to survive 
the last battle, is freed to join 
the party. 




t ■ ■ 1 I'* 



Caught with no place to run, Fou-Lu stands at ground zero as the 
Carronade's Hex rips through the Soma Forests. Weakened and 
injured, Fou-Lu stumbles to the ground, dumbfounded at how danger¬ 
ous the mortals of this age have become. Moments before lapsing into 
unconsciousness, a tiny ring falls to the ground beside him, causing 
the emperor god to lose himself in bouts of maniacal laughter. 


n /jfjji irrrs uiu'sv in ihr 
Ifimrrhjf Kuist^r thinftm ht 
adililitm ta tffTff/rrW KuJ 
rfhr^ firiv anrw in it tint 
hvbritl draiim fnmt trhrn 
rn^utffuif in ttmihtH 
thi: Kaisrr Ormftni is 
itfuimtndhihU' nnlil tnit m 

i^ninrd tbi' fttmiT m 

ijf f?l/ sri rn dimjans * 
MltT ^U t 

du*tr ptmvt, vtm nill 
hmv iiili tnntrat at fh 

n 


K cl iser Breath 

Aura Sma*^h, Huajoh, Vhrvu 
rung, Pdloli Pdh, Patlijle, Sanctudn 




(Jiek (46) 



Go to Chek, heading toward the homo of the Abbess once you arrive. 
As your party climbs the stairs to the Abbess, you notice Deis lyifjg 
asleep beside Ershin's armor. There is no way to wake her. Go directly 

to the Abbess's home. 

The Abbess agrees with Nina's 
plan. She concludes that with the 
help of Ryu's other half, the 
Emperor Fou-Lu, Ryu might be 
b^^tter able to control his pow¬ 
ers. The paity asks foi Ursula's 
aid in getting to the Enipire to 
searcli for the emperor god. She 
quickly agrees, eHectivety joining 
your party 


IfP: H41 
AP: 52 
Power: 92 
Defense: 97 


Agilify: 511 
Wisdom: 75 
Le%cl: 20 


1/rsiif/i IS e ftiflihx and 

nfiiui to mnst riii'irjIiiTs td iinir 
parH livr br( 4 innituf sUds orv 
as iiitprrssH c os her pi/i'irJ 

aniwinrot- the ptnwrhd St tiffmiint. this itraptm tun fn/Jid ht'inV 
dditnup' hi till rnvink'^ simuiUtmvttst\, ia rmutd otil the ptnkodC. 
lir\nht IJJHS #j rnrir/i at ddUrvnt mwf/irs iTitfudinf^ lhirt\ Hrrldusl 
ami Rmk tilusl. 


At the Abbess's suggestion, return to the sleeping body of Deis. As 
you awaken her, you are in for a serious surprise—Ershin's armor is 
alive! Deis decides that she can't go around borrowing Rhem's body 
forever, and she can better assist you in the armored suit, Although 
she isn't happy about it, Deis/Ershin agrees to join you on your quest 
to find Emperor Fou-Lu. With your party complete, leave Chek and 
begin making your way down the mountainside.; ' ' 


Orri r ttJii liai r found and rvtehrd the ponvr at anafher 
Omtpm, ri'liirfi (a t hek unit sre Ihv Jhln ss. 5 /ij* iu71 hnuh tmi ^tirirr 
imredibh ttstiuf nvii skills, us itrff us uHer to itppnmikv mcmfim 
uf vrrrir pnr/v. 



(54) 


Mt. Ryft is a barren, icy waste¬ 
land. Worse, it is simply brim 
ming with all sorts of demonic 
nasties including Fiends, Yaen, 
and a new kid on the block, the 
BlueBall. Go south through the 
snows to find a cavern entrance 
cutting Into the mountainside. 
You may need to adjust your per¬ 
spective to see the cavern. 
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■ ft 

iaitg&t 

l(P: l,.>00 

Agility: 60 

\V: 50 

VVivdoni: 15 

l^ower: Ofi 

580 ' 

Dcfeimc 36 

/enny: 60 j 

Special: Gianl Growlh, froM Strike 


hatr thv rjfinm mf/ 
fM rv i ff/ri* * rn 
itrNf pirrli-^ tmntHti runk in a ^ 

IrTfCiim/irlv. (Iw ihmun^r i'^ mtittlh preth iitiht \att 
UiuvBtilh nith tiivu vth*tt ttmihtmttmn nUmk%ur nith thr nintfvti 
(ftr ttf Urstilit Of i rshm ho(h ot thru* ihtumlvn iun wnsisivnih 
mfhif ItUHh points nf dttmmfv per strike Hchreen aukii fists and 
Smttrrsluit iuiifles nith HhirHtdh sUoiiitt he rt'hdhety simplr 
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uv\ an(» 

\v. 

I'o^vor: KH 
Dcft'nsvr >2 


A;*ilily: 55 
Wisdom: 1 
l^p: 180 
/enny: G5 


S|M'cuil: lonluse, Snooze ^ ^ 

UthiHiiih hitnfothfr id intVi tiiuj 

orfmrrofs nf [/jm'M dii/Ji C Sfli^^PE^ 

iU{t\ \ Uhl tun use their ^ - 

Sltrp ypetml nhiUtr U* tpent eflrtt thu* of /no ul Mmr ihurinlen rmiV 
o/H/Jirdi le fill' fi'fidiT iudi/fn at thi^* trnstures per Inni linutlv Vfrjd 
ro/i* urt' drppery iilflr htm^tr\ iitukinti fUent ieryuHUiaitt ft* hit 
tJuM# series of firr hnned mtnhhinlhm Utid l*ups Svpitttlh 

traiel in (fruiters nthnvinQ intt to take mUnntrnjr nl their ptininn i rd^ 
oero/idrO ^^N a tptnui saiJi' ^ 


Sdkiv ttp r»rr ItettUrui tlerhs und \ntiihtU*s hehtte leuiinti \h\de li 
iritt he a ninh* helore loo tune u thume in punhuse ttny nrn 
Mipphes . 1/vo ntht lohhenfruss f/j ymir Mippt[ list. ut the 

irealures \snt V tme use attmks that mh ynttr {hurutlrrs of their 
ahility In spettk. 


After completing their river trek, the party decides they need to 
acquire a sandflier. Find such a vessel in the border town of Shyde. 
Head south to reach this tiny port village. 


(5/; 


Every direction you look, rner- 
chanls peddle their wares, or 
traders stop to rest after their 
long journey across the desert, 
Collect supplies, then go to the 
Tavern on the far side of the 
Sandflier Bridge. The barkeep 
tells you how to catch a sandflier. 


Use ^ und ^ to maneui er tin" 

raft thnn the rher f i r/r flffjr 4,, 

vriff flrf djr flarrk tf fiYffr piVf r' ni 

iijc m(l httise. // the ruft f\ ^Zr 

di'strtnrd, iiPij firn e In ■ 

^farl niff, so he ittrehd Let r\tni 
pmnh fiv phUnq up r/in fltirjs 
inw uv iUiutinq in the fit vr / 

f/fr rhrr niiH sMi/lh, vu kn’p w , 

mi upcfj hr fn isifni^ t mrenty 

meidc' tif fl/dc iih^u' ' 

thnti tmqs and flurk ionr raft ' 

ran drki' u riMiji/ mtionnt nt 
dummiv Uni htne to forem inUf ^ 
the rhvr hunk tiir times to tmn ■Pt - * fw 

fddrYrmfr nffir dm ^ 

Krep yutir nrfdfini^ nn iik^ rii rr ' 

Itihtl, Inir tntt tnphm* the most 
haqs in the rhrr fly tins 

r'^f to /fln renter i t fl/^i vnu umAi' 
n phn htr baqs near the rher 
hank, fipfiki* vun* fiiul vnu (flnrY in entnnpenstife and send ttnjnrfl 
nqrnnnd. tdvidty s ou shnntrt idnHniy lyesierrinif uiiui irmn Iht’ flurj fli 
the time ynuf mft mrikes tonUtrt to pkk if up Hememhet the hmts 
tmume oP the rherhtntk just tike ynu th. 

If von re nnhnkv vntnitfh to timrmd uiur Irrri rntt irm frmr frr 
nt rr m/iifri. Kuu n i'vliirfrrf ttbmti the nVrv hatk from the pnint 
\fni Vuii thn! it tfwsi fitied nith threr-lish heads -tpdte ii 

rmtsohUitm priref 


Ir^ 


A waterfall and bubbling pool 
of crystal blue water domirtate 
the cavern interior. Use a small 
series of protruding rock forma¬ 
tions to the south to hop across 
the tiny body of water. Once you 
reach the far side of the cavern, 
follow the westernmost passage 
to continue. 


Ifu'te orF no n tiTirr/v at the enif ot therr di*tnt end tnnneis ' out) 
hitmp s nuoisk'ts. Vfut art the Imilen path. 


* Continue westward until you come to yet another pool of water. 

Near the center of this pool is an island where you can find a new 
weapon for Ershin —the devastating Rocket Punch. Hop across the 
many stepping stones to collect this treasure, then return to the main 

trail cutting through the cavern. 
Continue west until the passage 
splits. Follow the passage heading 
northwest to find the exit from the 
caverns beneath Mt. Ryft. 

Outside the cavern, an icy river 
flows swiftly to the west. Within 
view is a makeshift wooden raft, 
made of rope and bound logs. 

Hop aboard this rickety vessel to 
go down the raging water. 
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I/m" ttiiontnA the- 

tivuditHi id Uw Mwdflirr fh'B • 
rf^Tul^^ Itnt tanhtiur fu 
atit'hrair in lum; in vmj ptnh 
tin* httiUm X It; 

Ihe hmkps hi-tm Uf ivork os 
•toon m ffrr fTiiltun h 

fn ilrh iiitf la cr f/rr 
duiws m tUv drsvrl mta iuff 
thr dimlmnai tmtUms in a tin It 
ti Itilv fompiiui 

I hr MUidftH*r has poor trti&ion it^tidmti ht slide arontid **>n!cr\ fitf 
turns fitihdv. fdtouiuq \smrsfllplnth id mi/nr to sUdi, It rrm lusr 
(Ontnd nm am Uiaa rittht if warJ Jimr miff fJafmf mj 
fi uu/i' fani an/ f)[tiiNf*a/waf 

IfviJ inr Jfa* mtuhtiop in ihr faurr fi^fl turtwr at thr strent Imi taa 
stT ii/jrr^Hjrn^. mnrv amf iumpaidv sand lUtru s arv qimif fi? Iir 
ifiai fji’lfrfT prrfHfre tnr Iht'ut 


T** 



t}m 

... , 1 

t • 



( 24 ) 


Once you pick the barkeep's brain clean, go to the city center. 
Midway there, a huge barge passes beneath the raised drawbridge. 
With only seconds to decide, both Ursula and Scias leap onto the decks 
of the barge, using a blazing Scattergun and swinging sword to bring 
the vessel to a stop. Every nnennber of the crew flees in terror; only the 
captain of the ship stays behind—a trader of your acquaintance. 


Your sandflier docks at one of the 
Kyoin’s many wharves. Move 
northward along the gangway to 
enter the city proper. The settle¬ 
ment is virtually deserted. Ever 
since a group of troublemakers 
came through the city, the 
Causeway hasn't worked correctly. 
Without the traffic to Hesperia, the 
merchants and civilians of this area 
moved on to greener pastures. 

Lead the party with Captain 
Ursula. The few imperial troops still 
stationed here instantly recognize 
her. Interrogate each of them 
before going inside the empty 
structures that make up this once ■ 
thriving settlement. You soon find 
a road-weary traveler with a few 
ideas on how to get to Hesperia, 
Causeway or no. After speaking 
with everyone, go to your sandflier. 


After a brief but painful discussion, Marlok agrees to lend the party 
the money they need to buy their own sandflier—instead of attacking 
his. Passing them a Bond worth tens of thousands of Zenny, the 
greedy trader collects his crew and hurries back on his way. 


With the Bond in hand, lead the 
dumbfounded Cray and Nina 
back to the Tavern. The barkeep 
has sandfliers to sell—especially 
to those with newfound wealth! 
Once you purchase your new ves¬ 
sel and listen to a few safety 
instructions, go to Kyoin. 


I nirr I lemptr-tt yond Ukr. Iff riin filzm 

irmtinq ht itir tap urr ittmaiHtdjkL nmfctnif t(\r iTf thr im sHt 
stnnttm^ hnptr-sddr. 




The same carpetbagger you cfiatted with only moments before is 

standing near your ride, eyeing 
the sand pier suspiciously. Erigage 
him in conversation to learn of a 
setUement known as Shikk that 
lies to the north of Kyoin. The 
traveler hopes to join you on the 
way to Shikk, then cross a small 
inland sea to get to Hesperia. 
Allow him to Ug along, but don't 
go to Hesperia quite yet. 


<J)raqon 

After you can go back to Kyoin 
on the sandflier, visit the Muddy 
Cliff (14) north of the Dam. 

Speak with the dragon here and 
he gives you his power and a 
new ability—Mud Flow. 
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flw n^iiirat fHtrUtm 
ti thr furirvr 

tthktr ht*i'ft 

an thr tm rfniiit^iif/* 

frmi jufitp 

/rt^rri )jfl<ft(rf//j pmtpiutf nvh 

\aii vxtnj limit* iminh jumpmi tm ttu taxh v/>ti att ihi' 
(fisfjriq vnu i fthmhiv thut* 
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Once 


(K^oin (24) 


»you recetve the Mud DragDn‘& blessing, go back to Kyoin to 
yme your long sandfiter journey to the Shikk region. 


^Pfew ^Encounters 


€n«my - 

Biirui)« ' 1 

Mr: [ ~m} 

Agility: 70 

AP: 60 

Wisdom: 20 

Poi> er: ‘>5 

t\p: SDfl 

I>efense: 65 

Zennv: 280 

■ 

1 Special: ,\tuffle, Blit/ 


thn #ftfn lotfk like tilt tmmitt' 


Once you make it to the Shikk 
legion, yout thankful traveler 
offers you a gift before making 
hJs way on foot toward the dis¬ 
tant city. Follow his lead, leaving 
the sandflier behind as you head 
eastward. 


I i^rshn of M7irjf vrri/ htne 
iilrrmh drlrntt'd n iUfzrn fiujrs** 
f;»f fffjii f hr fiuM (I hrif sf/yif*rlr\ Ifirnr fami thr put k -hr\%md thrir 
imptr^sUr Iih- i% thvir dattih Util: \prntii uhiUty- H'/lh dm dmiie 
(litnik, ii Siinnja iat\ inthtt av mtnh irv WO poinh \d dtimmje to t*i m 
t/jfinrirf^T f(i Nimhr/f,. Inrf dnn't hmpt Santtiu fhiht in 
JffiJik fti the evthisiun td t/ther rfieniirs, Ufkimi thrm oul 

ryf(i: I tur tiiiir a one ffim r/rarr period w lirrr Saniqa htxtmtr Inri 
om” bvhre tltvx hetfin nsitui dwir Hitts tdidiii Roiafv iujurrd thttrot 
ferx to the htttk nm tfv (firv firAr^ tiamotir. tiilumno tn*dt iombattmh 
to (frmr hnurrd. The Uni imeymt batUe ^aruga. pitur at! thimnlen 
In toiard nutde in an idtempt ht team thr drimtathig Otki uhiUh: 



1 ■ - .. ^ 

§*' Smmj? - 


Ml»: 1,200 

Agilitv: 45 

AP:40 

Wisdom: 50 

Fou er: 85 

Exp; 300 

Defense: 80 

/enny: 120 

! Specitil: Silence 


Giga (^9) 


\iit tml\ art* Inpotn ptmaiid i i 

Hqhtrrx that itm mtrnrnUr § = . : 

tiUmtst uin dofiiuqe that ^ 

klU them, thv\ patver up nhen stnnkj this ponem! up (eninrf ot u 
ttHiiou lan iufliti «s maiiv as 600 puinls td nwlrr dumage in a s/a- 
qir and it s nrfwoffv immimn fn Umih 's Srattergun Rw '^ 
ynard or the OntUe utUuL 

tluitkh ueti! tlm ^rr*a^/s/i tmttsinmh nith mt Ormie blmt hi 
ItJTii’d up h\ (I poleut pUysit u! strike irotn £ rrn ar Sf.His Don't ulttuk 
a iephm tmfi!ytm're rtyjfh to kiit iO Umt menm (la area rtteit 
ttltmks n/iivt halilmg a group of mUe*d enemies mdudimi o leqimi 

it you ari akr ^llr itnilh of u ptm ered up t ersmn u! this heast. nuit 
it tvith n srrirs *if iif/iir deadUesi ttnnhmatmn aOmks The kev is ht 
hdlitl vfiough lianm^yr to kiU it in tme HiriL lav punishnieiit dud 
diiesii t elimiindr ti fr^iaii arifrri^h/ li iTf fa* hetilnl hy the next round 
id tandud. itumnrr. the vsperirine luUie td a ptmered up tetpou is 
tripk' the nonnut amount 

keep Jiddwrgrtiss or Puuateii reuth ta tttre the efietts id the 
tegion s Mlrme uhiOtv tlheu ntfrttrd, via/r tlmriniers ianf nsmar 
at thru sfwHs nr speiitd atimks. j l ’ ^ ' 


X Start 

B. «0U /ennv 

C, Fire Gem 


The winding trails of Mt, Giga are 
vaguely reminiscent of the Cliffs 
first scaled by Ryu and Nina at the 
beginning of their adventure. Go 
south to a large mechanical winch 
and Gondola. This device trans¬ 
ports you over the widest chasms 
you must traverse. 



irhis side of the canyon is 
fraught with coiling trails and 
dead-ends. Go south, leaping 
across the chasm using a series of 
jump points in the trail. Now turn 
east, continuing to wend your way 
through the confusing twists and 
turns of Mt Giga. 
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flif itf-M Ut find ri t>n it is 0 ftttinh hdl td 
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Discover a strangely glowing 
crimson gem. This is the Fire Gem 
Dragon Crystal. Collecting it 
imbues Ryu with the power of the 
Wyvern and a new hybrid dragon 
form in combat. Once you snatch 
up the Fire Gem, head up the 
land ramp to the east and go 
toward another enormous trolley 
mechanism. 


The mechanized trolley transports you across another massive 
chasm to the eastern rim of the canyon. Take the lower of the two 
trails you discover. This trail leads 
you down a land ramp and out 
onto a ledge carved directly into 
the cliff face. Flead east up anoth¬ 
er land ramp. The trail you need 
can be a little difficult to see. but 
if you hug the cliff face as you 
move, you should be able to fol¬ 
low it. Folbw this trail up and out 
of the Mt Giga area. 


Checkpoint (55) 

Along the north road to Shikk, your party runs into a little problent. 
Due to skirmishes and minor battles between Alliance nations, the way 
to Shikk has been blocked—no 
traffic can go in or out, Ursula 
suggests an attack by moonlight, 
using the cover of darkness to 
your advantage. Cray suggests a 
more diplomatic approach and 
attempts to talk his way through 
the roadblock. Unfortunately, 

Cray's face is far too well known 
within the Alliance Army. 


/.LLIANCE TROOPS 





Gntmr - 1 


IIP: 700 

Aftilily: 2H 


IIP: 700 

AgiNly: 2H 

AP; >0 

Wivdiim: 1 


AP: 10 

Wisdom: 1 

Po u c r: :15 
Defense: '>(1 

\ \p: 700 
/enny: KJO | 

Power: .15 
Defense: 50 

1 vp; 700 
/enny: 100 

SpeiiiO: Koik Ofdst, IVotetl 


S|iecUil: lever, 

Speed 


Irui rr’flffv i nvnl tn tkt 
um thmi kitu \ u illt this bum 
htitui puir Simply tdhuk rtuh 
in ittm iu drirnt tlwm f Uv 
dumugt irm is 

idttuisi iiifidrtdid imnptitnf In 
thr pmmhwnnt f rriy trrrj 
m/frVi. Itw tmnbnt \hntdd lust 
ntt imiipn Ihun hut tmm 




Although you handled the two guards easily, an entire squad comes 
to reinforce them—you are simply going to have to find another way 
through the blockade. Looking around the checkpoint, Nina suggests 
using the many wagons to get over the roadblock. 


^ ursfrr/r nl tfw t am im \ r«/ timl a small pmn U inntuininu u 



1: 


Irwii till' Umrr U‘dift\ Imp nttmif a srrit's at aiihnippinqs ta rraih a 
ttwsi imdninittit tlu' WrulUrr llrimi this w it putcnl mm 

upipudr fur 



Use Cray to push all of the wagons so that they line up in a row. Two 
of the wagons are completely immobile, while two can be rolled into 
new positions. Once the wagons are properly situated, climb on top of 
the building near the center of the checkpoint and jump off the north 
end of it. You should bounce from wagon to wagon, finally landing on 
top of the battlement used in the blockade. Jump down and continue 
north to slip past the guards. 


htsh a muftm tuHir iltv suuth rtid nt lurt ti twhtrnn tlu' huitdmis 
find a thi'sl siftnuj idap a irutir tram ifir rmd id tiw baitdnui itmi 
ran iump ntt thn nupim and hnumr rnr tup tif tbv tratr ht tidlnl fht' 
tripiv dttsi* id (dtiM'iitf. 
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(yossroatfs (56) 

On the long road north to 
Shikk, investigate as many 
encounter indicators as you can. 
About halfvvay up the north road, 
you ^ind a strange crossroads. 
Battle your way through Legions 
and Saruga to reach an east- 
bour>d road. Follow this thorough¬ 
fare to discover a secret path to 
the northeast that leads to the 
Tree of Wisdom, 


^ree of ^Wisdom (57) 

Standing at the center of this clearing is an odd figure, wailing patient- 
For the Yorae Dragon. This enigmatic figure is Su Ryong, called the 
Tree of Wisdom by mortals. Lead 
with Ryu, and engage this mystic 
entity in conversation. 

When Sy Ryong offers Ryu his 
help, accept it. He grants Ryu the 
power of the Tree Dragon and the 
use of the Holy Circle ability. Heed 
his cryptic message about ■anoth¬ 
er whose song can be heard in the 
breaking of the waves' before 
continuing to Shikk. 




^ikk (58) 




Move among the Shikk's tew resi¬ 
dents, asking them how to hire a 
ship to cross the ocean to 
Hesperia. You are directed to the 
Tavern to try to find the owner of 
the only ship in port. 




Head to the north side of town 
to find the only building you can 
enter at this point. You find a won¬ 
derfully stocked Weapon Shop 
with new equipment and upgrades 
for almost everyone. As funds per¬ 
mit, purchase a Claymore for Ryu, 
a Quarterstaff for Cray, a Flintlock 
for Ursula, and a Weather Wand 
for Nina, Also upgrade your armor 
and stock up on supplies. 


punlru.M' iht* f Unihtk Uh Ui\uhi, ihn t trudv hvr 
Snif/m/riii ta iL . [hhtnttfh tlw (Imikitk i\ a marv pftmTtul 
ttraptm, it links ihv SmtU*rtfun \ titniih tu firr nrr r)Rrf//pfr fort/rfs. 


// tf>ii pitkt*ti tip tiw llru/fifT Utimi nhrft imssinti Ilf. tuf/ii, 
}vu sm i'd SyOO Imny. 


When youVe made your purchases, head to the lower level via the 
stairs in the back of the shop. Here you find the Tavern you‘ve heard 
so much about Speak with the men at the bar about sailing ort their 
ship to Hesperia- They tell you that no one sails on their vessels with-^ 
out the explicit blessing of the sea gods. 



With this disappointing news, head back out into the streets of Shikk 
and speak with a bndy dockworker sitting beside the main road. He 
tells you that a shrine to Fane, the sea god, is just up the road to the 
south. Take this path out of the city in search of your 'blessing." 


tffikc a qiihk trip to u small hmlthuci duir/j fn ffir rlfN kv nrr ffir 
iinif %fdf* id ihi‘ fiii\ UpsUdrs, hv sufv la tuUnl a Midnr Iftnnh 
Uiikt*d uii'ui /irsidi* a m'I of shrhvs an iht* null ntninsiidrs vtm find 
u liiwi {laainp oat mi old slt/rrnmm Itv fviU pladh tradr tuffr 
tmisarv tar a helU^r nm\ 
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me (60) 


\t/ii llifj/ lYjrf ir fin'rj ta Shikk, 

>fj» tan i isit ihr band Draiftm ^ 

(tl ffrijf*. Srin/iA hmk 
to vintr snmHUrr and srI viiil Im 
S/in/r. t)if f?rr U> Sin dv 
< ritirsr i (Jr/ «fr par 

turn id thv m(i]i nrur iltr 
drstTi's \tmihvfnttw\i ( hr 
(Jir* wj//i/ ihnu's Jr/ jump intnt 
fUfint 1 to iiw tnnh hvrtmtL 
Orrrr u/f/ Iraj v nmdv iiw 
itnnpr tmnv it* tmtfatp' tlw V/zrij/ 

JJru/j frfr fIf r fill J t "n riJ rou I im 
hnwioirnt rtdih yrn/jh ^^^u hh 
ptmvr ami upim him 

llw,urn,nut (tttstnutilH alutitv. y j„^p j P„„^. 

( hi( f urn hai r hmnml itiuil a 5a„j Dragon Oasis 

^iJ« fif^t'd /rwfrf l/jh dm^m 

rvtuni m tiw foarw and qa hmk hi the retihn 


A. Start 

B. I fangcr - 5 
C Ammonia - 2 

IX Drop Wave Stone 


L. WeLsuit 

r. Wave Stone 

G. Meet ^God of the Sea" 


The Fane is little more than a 
series of rocky islands and wind¬ 
ing tide pools. Move northward 
along the rickety plank bridges 
you find to speak with a sailor 
guarding the Fane. Once you tel! 
him of your intent to gain the 
sea god's blessing, he allows yoi/r 
to proceed. 


<?\yw (Encounters 


% 


f 

HP; 1,400 

Agility: 10 

\P: 60 

VVisdoin: 20 

1 Power; 100 

E\p: jIO 

Defense: 70 

Zennv: SI) \ 

Special: CommoFid, Snap, 

iVlighL, Sldsv 



Umi I utT rvktIitHx fast 
ftH'v In dad nilh us hntf m itm 

knoji thv lriik\ Had iaih me n n/k (iii/irnsi ihe amt take vxiru 
damage nheu nliaiktHi ndh this eicinvnt Ihimmvf them tvdU fum 
erhd hre ha%eii frimfj//jr//t(jfi tilimks uah m Santmn or iireivind 
Itthaugh Bud Ctrih me aha ivtnerubie ia dimt ph\xkat aitmk. 
s/mi/' idymr stningt^^i iiutrtnier\ smfr as ( rn\ amt Sdm, hmr a 
hard time tutiiiu} them 



























CHAPTER lll:ATREAM5 




Voiwr: 10t> 


Ddofise: 7a 


\gilUv: 40 


VVkdofn; 10 


t\p:220 


/cum : 210 


Blind, Double Blim 


Kevcrsdl 


:v i 


Ai raata^fer ra=l iittU 


Til 1(1 i4inr \ Itnki^iiUs 


d hi idAni tit ^uU (/riijipk mul fhrit v/icv rnf 


itflial tmrjtuitmJrr til a tinir. niu fUfi mirfLi’ vbi/rfv 


fd Hu m nith dira0phvsittii U(iv*kf>riiM ttrrv^pi 


Miaa'plihlv In bnl/i I't/ilb rrrnl tuc tilltuk^ \iui tlirm nilh tin 
upljun itmthiutilimt ultutk (n rid mjiiix'I/ at thru^ pr%kv onmn 
Titmkk^ 


Ptiivcr: to 


Defense: f>0 


Wisdom: 10 ^ 

L\p: 400 
/ennv: 200 


t. % * 


Spit till: lee KUist, lightning 




rirr nisi to th'tmt- m 


lomi iM inu dn i! quit ftft Siv\ 


tittfr fjof^ itJ a mifr t onrfv nf 


ind tmti aatcF mmjit^ that tun uiusr amsidvndtlt' dtmiatfp In u«jr 


uffrr/tnro l utkih thv\ lifid ii/lp diiri f bt‘f|in mrm; lm‘^r pnfrni 


nnid dtv htrvnd or third rtnruJ tit umhni 


JitJfrf mirl iwfi. Utkmfji hdl mhnnlmnutf tht* Htmm \ 


tTrtm~^'ultwnilnlttv Itr fe?. f irit llir ItmG' Hnnt ahihii im/vrs tiwa 


iitmt 2ihI.pLHni^ td dumtuic. wfiibinntiofi ntUnks snih 


iiiintptitm fir Sroisiiwr tan itmiinhdf cifliir qwttp% td Hidhh. 




\gitity: 1 


IVisdom: 10 


I \p: 57)0 


/enm: IfiO 




IIP: 1,400 


Power: 105 


Defense: 60 


Speeml: Sever 


liid/itr fjre im sr/udor U* tlu'ir 


gm'ntsn (mwiny i'«rqif llirv 
<i iu/ In ( ini( i'll f rule no uind 
ttuntii Ihn sharv u fitdltih \ extrvwi* i nbrerofn/ilr in ffre, nv irfd m 
ihi? inidt'iui in hriimtpirirh dt'sirotrd fn ff iifd O'ntrd iTreofm/. 
fmpfirm. nr Vmpnnn nOnik Itnre sn Ifinn itw^t id tin* Hni Iiim 

ni liiL* Jnrfc. an/lnr Irird In tt%^ ihnr spi*tsit idiilily onrh tmd ottai 




(iit Imtk In Ifre vtmth ahmti fht* nninlu Infe pnnK Inj^ir a 
tvittniiuinf n htmaiLin ul th r itaiuivi's 


You eventually discover a massive outcropping of rocks with a pair of 
cavern entrances. Your goal should be the lower of the two. Go down 
a land mmp to the east to reach the marshy tide pools below. From 
these tide pools you can enter a slimy series of tunnels 




Mm i 


Inside the caverns you fmd a strange altar sitting beside a crystal 
blue pool of water. Read the inscription written on the cave wall, then 
progress down the passageway to the west. The caverns of the Fane 
wind in a long circular pattern, turning lo the south, then east before 
ending in a large, secluded chamber. Of the two cavern doorways you 
find in this chamber, choose the one to the north. 


lui; xfjff thuf ti lli'l^ml r/i thr unertt vnlrante in thr rn^t 




t J 


mi 


Continue northward, winding 
your way from rocky island to 
island. Expect heavy fighting—this 
area is overflowing with BIueBalls, 
Bollors, and massive MaskCrabs. 
Most every creature you face 
shares the same vulnerability-fire. 
Use your best fire-based combina¬ 
tion attacks to clear the way as 
you progress toward the north¬ 
eastern corner of the Fane. 


Follow the snaking tunnel just a 
little bk farther to the north. Here 
you tmd an altar, similar to the 
one you first encountered near 
the entrance to the caverns. 
Sitting in the middle of the altar is 
a glowing blue Wave Stone. 
Collect it and go back to the cav¬ 
ern entrance. 

Move to the edge of the pool 
of crystal blue waters then press 
X to drop the Wave Stone within 
the pool. This "awakens' the 
waters* causing a blinding white 
shaft of light to shine up into the 
chamber above. Leave the cavern, 
and climb up to the second upper 
cavern entrance to the north. 


Here you meet the avatar of the Sea Dragon. He grants you vol¬ 
umes of sagely advice, along with his blessing For traveling the seas. 
As proof of his blessing, Ryu is 
given the Salt Stone. Show this 
to the sailors back in Shikk as 
evidence that the gods have 
smiled upon you. Once you have 
completed your conversation 
with the Sea Dragon, go out of 
the Fane and back to the coastal 
village of Shikk. 
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Finally, Nina comes up with an idea. If she can best Iggy—one of 
the toughest sailors around— in one-on-one combat, then she will 
have proven she is as strong as any of them. The sailors agree to 
putting Nina to the test, arranging a challenge high atop the mast 
of their ship. 


biu iifrr // ini# tan push fqq) of 1 

thf htioiv timv runs tml ^ 

X fri funip U y fuf jump an 1 

hi\ UratL it stuns him hr a B 

Mtfjriirrtf. fhr ■ h hnitd up 
sitvrti ffj rtnn ttini 

I hr kvv to hi'uUntj kptv is fd 
(inq yourst'U gri butilat up in a 
K tptfy timws to knotk 
1 fill ati the most jump tm Im 

/jiW./jrfmjtnmrr. ^"^-1 a ^3[ 

tt Mr ^HMv (jffd flcifiif ^B 

ing tm thv end at f/ir mast 

hiiihi up spmt by press 

ing ■ ofii/pusfj his btaaled tm 

tas\ atl the side. 

y>»u h ff r to mo t r tpiii k(i. ^ 

hpiy nroters ivr\ fmt often 

totning out at his stupor just rts ^ 

1 IIJI utfempi to hump him. He pvrsisirni. tr^^j nun hmv Hi utteinpi 
this ihtillvnge sererut limes to s\Htvi*ii. 


firn /imivviiti are bumped niri fiisr W game puirify Hyou rv mtu- 
alh knoikrd tnm the mast you lose lOtf. tar niTv thnv vim junip 
uiop Ufys \shugq\ head, you guin frrrinfv It you tun hump him. 
vuu ipdu WO. 

/Jim 7 jump so tar that ymt fait at the cjut of ihr nuist. hm hjsr fhcr 
too imiuts nhetheryou jump or tgtfy pushes \ mi 


r- 

■turd 1 

Ml> 1,800 \gi(rly.40 

2'> Wisdom: 20 

Poult: 105 fxp: SOO 

Defense: 50 Zennv: 400 


Speciiil; KcCfill, Jump, Hsd Back 


Despite the dangers id tisint} 
uuigk luiuinst u i upytnl vrmr 

IL *.lin lli.i rlT-jrjtjv twitili 

iidi 

h: tt you hm e assigned this skitt tu Mao iiin fidJiVt nf lpa\l 

1.200 points at dumuge in the tlrsi turn {dimt\ foihm up w ith 
llinlloik fire irmu Itrsula, and t ktan shonhl he imirs w ithin fun i 

rcmnds of fomfmf. 

L__ J 




III’: 2,0011 

Agility: 50 

\P: 50 

W isdnm; 20 

l>a»i'r: 1011 

I xp: i,»ml 

Defense: (lO 

Zenny: 800 

Speiidl: Bill/ 

1 the (jtpy^ai mui 

fnuJi fikr* \ our 


mrruge Ghost, but if is i astly 
iiiri/'r/WHirr/f/i hi oddition to 

tmmf tougher and tuptdde of dishnuf md mauatuins til dmouge a 
( npyrot rdso ponrrs up iulo a deudlier iViztnd htrm Ihr First tune 
VfJW usr Liuy speiiut iibdUy against it. 


BREATH Pi\iMA’5 Official 5ti\ategy Guide 




!he Vvi Druipm n ilt not beshni his poneran um fifiiil you 
hud him w hite irossitiq the sett im the lutv to Hesperia 


^ikk (58) 


Back in Shikk, bead directly for the Tavern where you first met the 
group of rowdy sailors. Seeing the Salt Stone in your hand, the cap¬ 
tain of the bunch agrees to transport. However, upon reaching the 
wharf, you discover a small problem. The sailors have a rule that they 
live and die by—no girls allowed. Even after Ursula proves her 
strength by quickly dispatching their newly hired comrade Kahn, the 
sailors still won't budge. 


Nina has definitely surprised the 
sailors with her strength, speed, 
and courage. But they still aren't 
convinced that the girls could 
handle life at sea. They must pass 
one more test for the sailors to be 
sure. Leading Nina and Ursula to 
the belly of their ship, the captain 
demands one last thing—that 
they spend a night in the Hold. 




The Hold is a dark, dank, wretched place, filled with bugs, ocean 
slime, and the occasional spooky r’loise, Within moments of arriving 

in the bowels of the ship* things 


go from bad to worse. All the 
creatures com© out from their 
hiding places to see what the 
captain has thrown down. From 
Ghosts to Rats, vermin of every 
conceivable description come 
pouring at the girfs. 
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>• Chapter iii:5ti\eam5 


i’oiver: 75 


Wisdom: 5 


SpLiidI; Sfidp 


RtnoRaf 


rrr:2m) Agilily:45 ^ 

AP 10 Wisdom: 8 

i»(»vor: 90 I xp: IIQO ^ V I 

Defcnsi*: 12 /cnny: ItJ ^ 

S|HH:id]: \oiiL' 

t HiH IV/i k is at Oj/jIA a tfnmp 
lU til r Haty mt h tviih tht^\hth 
fhfnl f/jr K/fH/Hoi 

iwtir ftw htitk milk at ilir Hut Vaik. Uw on urta rtfni iunt 
iimtftitm ffllaiA vnifr m Ursutu's thtFi\ Itilkmiui np ivith a (ythtnv 
tnmi Viijo M fnrlrirr iJir Ikiiv ttarsu t kili mithttUf ihr f vWnnrA 
titry vyplositm tvill ihm't ipir thrse tiHlr rndpnls a tliamr to ottofk 
Hid ' nith vtx-Hi fikti tidily tbintiy ttmid ipd 


ftir paei s I 


After Nina and UfSiila have sur- 
rvived tvwo waves of merciless 
monsters, things seem to be 
looking up. Thai is, until a single 
Sea Louse falls from the upper 
I' decks of the boat. Ursula's 
' screams echo through the night 
i thousands of these tiny vermin 
j fall from I he ceiling 


iXp^ning 


Come morning, Ryu and the rest 
of the party awaken from their 
comfortable night in the Inn. Go 
to the docks to talk with Mr. Zig, 
the boat's captain. He is 
impressed with the strength and 
bravery the girls showed fay stay' 
ing in the Hold the entire night. 
^ATith a cheerful smile, he agrees 
to allow them aboard his vessel 


Ocean (Qound 


With the wind in the sails, the 
party is off across the great blue 
ocean. Mr. 2tg informs you that 
they can't take you all the way to 
the western continent but will 
instead drop you off at the town 
of Lyp on the Northern Islands. 
From there you can walk across 
the Tidal Flats to the mainland. 
With that message, Ryu and Nina 
are free to explore the ship. 


Head belowdecks, speaking to 
everyone with every member of 
your party in turn. Move through 
the captain's quarters, the crew 
quarters, and finally, the Hold. As 
Nina shows Ryu where she and 
Ursula spent the night, something 
rocks the ship. Over and over, 
something rams against the bot¬ 
tom of the hull. Rush topside to 
warn Mr, Zig. 


rr'ndr the IVfjrfa/iT iiui of attp td thp ttibitwts tit titP 
i flpHiiVj \ qintripn ^ 


The ship continues to rock as 
some creature chases the vessel, 
ramming it repeatedly. With a 
mighty loar, Kahn, your old friend, 
comes bursting from the ocean. 
With the taste of his two previous 
defeats still bitter in his mouth, 
Kahn challenges your party lo 
combat on the decks of the ship. 


T,-- 

' ^ -'' ' , t 

, T 

HP: 12,000 

Agility: 65 

AP: 200 

Wisdom: 30 

Poiver: 128 

Ixp: 12,000 

DeFcnsc: 70 

Zeuny: 0 

Special: Focus, Shout, 

Ti^er Fist, Flex 


Kwfrn h /jufk tigttm. tmii this 
tiim'hcsitviiuiidiiiiimntiUK \ 

ytm rxppttnl the stmte vay%- tmUtry \iHnr hud itt thi' fuisl think 
oifttiit, J/jK ifotiath ton tiijtin* or rirri kfif u/ur i/rnmMrr^ d ymi 
arvnt umdul 

f ivti iridimii /hi Kii/m is a /umi/hu/he' nppuni'nf. 

hi it /hen, Kuhn ittti iidUti 400-^00 painty at dnmittfv. lurtUvr, 
nith U.OOit //P kn/rii lorr nithsiand ti irptnmdnm umaunt of pun- 
ishmvtti Kalin osps his spniat nhititips at ihv drop af u hui luiilhuf 
your vnfirp ptirty nith his mighty S/iuiH or ihv poisonhuf vtlvih oi 
(1 p\. ttuiwur. Kithn's fowritv is lotuy tdlonintf him to inilkt up fo 
700 puiuts id timniuiv hi a situflv hUnv in his ioHtmintf tarn 

tiotutv vmtrituinntvrs frvqnvniit, aOutiifUf vnur /n‘s/rrs/ /a/lifnn fti 
Utkv thpiumhat ranks, iifh/r rjii mfi Ifiusr /htif huir hvvn infurvd o 
ihantp to rt*st Mmi's Oruttr, 'siitts s 5/i»rfm//Hni/i! imhHuf s hruf/nri 
uf/utks arp vtUytiip iiuis o(tuUiiut Kahn donn fu sizp. tiiudiv. hmv 
Irshin drttn Kahn y tirp iih/i hvr Stand (hit tthilHy. nhdv nl/rrr. luorv 
vidtivnihlv thmaitprs hunmur An/ui n*rni/f^s/v 


With Kahn floating with the dolphins, the sea journey continues 
uneventfully. Days later, almost 
halfway to Lyp, the winds that 
propelled your vessel die dbwn> 
leaving the ship becalmed. With a 
look of dread on his face, Mr. Zig 
explains that somehow, the ship 
has come too dose to the dread¬ 
ed Island of Fire. Strange spirits 
are said to dwell on this island, 
threatening any ship foolish 
enough to draw too dose. 
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11 frrfi thr ll iv/r iffinn /j/wr, irrwrj (ftiniirr h 

tw ujriini£i{hv\ u (hfmivnms H'tfitm ttf phntk, thv 11 
W hen Rw stamh hpltm- u srttivn nf piiink thul jv utmut la utiliipsi\ 
thv IVisp nnl. 


After hearing this tale, Nina 
concludes that the "spirits" of the 
island may in fact be an avatar of 
one of the dragons that you seek. 
Although he thinks the decision 
foolish, if you want to go the 
island, Mr. 2ig will lend you his 
dingy for the trip over. Talk with 
Zig's brother Iggy to pile into the 
dingy and go to the island. 


Iggy rows the small dingy to the 
shores of this desolate island. You 
can returri to the boat at any time 
by meeting up with Iggy at the 
cove where you begin your explo¬ 
rations. Start your journey by 
heading east into the broken hull 
of a wrecked ship. 


The interior of the hulk is a crisscross of flimsy, rotten, wooden 
planks. As soon as Ryu sets foot 
inside the vessel, a small glowing 
Will O* the Wisp comes and floats 
above his head. This tiny creature 
warns Ryu when he is about to 
approach a rotten plank that will 
collapse beneath him. Expect reg 
ular attacks from Rollob, Bollor, as 
well as the appearance of a few 
Gulpers and the new Istalk. 


(^Mand of (61) 


(]S[ew ^counUn^. 


I'L;/- ■ enern^^ 


IIP: 1,500 

Agilit). <)0 

AP; 1,000 

Wisdom; 50 

Power: III) 

1 \p: 450 

defense: 75 

/eiiny: 250 

Special; Trartsfer, V ilali/e, 
Sacrifice , 




hitiiks art Iniky appofty/UM la J 

ttrfynl if um firnl thrm indhiil 

ualh. miii Ihftn uUh Onitlr at jfoiirrJtil Hnttrnial irmpiv 
iloun tT fslafky UpiLnlft h lirK us mm/nttf hatfrm*\ fur ulftrr etw 
tittry \fnii tis Mfmli (pmtps uf {*tjlprrs /1 ry> ^u^rl. thr hlafk truns 
fiTv \fjrnr rjfTh /?o»(T fh ihtni tit tilifta iftnr 

mmi piifati s in/ttntsl \m 
I Him tm hliitk i\ IHl tiltmc, it ulirn Suinfirrs itsHf cxphrfifnj 
utitl uippitii/ alt ha! mir nr fmm rifn fliarrntrr m ii/nniffnliat 
ranks. II js fii'iJ liiaiinntf tw Istalk firsf. Mary otlar Itirt/yls, let 
prnvnt hath thy mr at its Irmtstfr tthililr arnl f/v 


HP; 2,tK10 
AP: -Sd 
Pmvir: tin 


Agjlily: 100 
VVKdofn; 55 
I \p: 650 
Zennv: 2Hil 


Special: StvordBrc-aker, focu^ 


Ikmdly Vrp«i iiilh rxtrvnir 3 

taaiitm iimtrulh spmkdia ^ 

tUt'Y mtisv lUtie danuittv and 

tiffrr tiiitf ihrcaL hut ttrrs \a alim itiyy deaf md a dvittsfatuuf 
athak. Ihv SmtrdHrmktT nhdifv nir/vrc /ii/un in 

additmn la toniTimf Ihf taymll dtdmst at thr Ifirt/rf. Whm ht 
ffliiet/ up in a Sqm\ ntm has tnni nJiiiv Ifrr Ittrn htdani tlu' rrstdf 
liTn rtdeiJ hv TtHh paints of dumtnii’ iff a snitflr InriL 

Vrpoi V ary t la atUnks mid dimf phWtud 

assmdl Vrjfl them ii ith patent arm effnt tmahifmtnm \pHis sath 
as Srrfifjcin nr f niptiaf}. ialitmrd up In IjftJMii ftr/in wur mast pan 
erfid ruffdtry 


llr/i/rr If-rii nir/ twiid hrkin dvtks, then reemvnp* topside to Had onv 
at thr hrathers pi^dtiag pamls. Stark up rirr I itamias and allwr 
npdptnmt that ytnt ratJi Ijifurr hmdaip batk to fguy 
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■■Chapter iiiJtreamt 


If you misstep and fall through a rotted plank, the entim party will 
plunge headlong into the decaying bold of the decrepit wreck. There 
is little of value in this room, so climb the ladder to the south and exit 
quickly If you linger too long, you draw the unwanted attention ol an 
(stalk and a small group o( Gulpers. 




Use the Wisp to avoid the rotten planks spanning the interior of the 
shipwreck, slowly making your way northward. When you finally tra¬ 
verse the dangers of this chamber, climb the ladder to the upper deck 
of the hulk. 


1 1 ffi thr i'a\l is ii tfwst titM ivith ihrrt‘ Burnt find « shuitm 
a Rituf of firv in thtuhmnhor s imvliTii shiv 


You emerge on the wreck upper deck, a wooden gangplank span¬ 
ning the distance to a senes of winding walkways. Head east along the 

darkened trail, turning north when 
the path splits. Return to your 
easterly directton when the trail 
splits yet again, The party soon 
arrives at the mouth of an enon 
mous cavern. Make sure every 
character in your party is fully 
healed before entering this omi¬ 
nous passageway, 


Creeping slowly into the cavern, the party comes face to face with 
an enormous entity that fancies itself a god. Although this behemoth is 
extremely powerful, Deis informs 
the party that it only feeds off the 
auras of the Endless and is not 
^t5elf a god. The conversation 
about this creature's true nature 
ends abruptly as it decides to 
make sacrifices of the humans 
that stand before it. 


On.iwj - 

etAt 

IIP; 17,500 

Agttiiy: 60 

AP: 15(1 

Wisdom; 22 

Power; J28 

l\p; 15,000 

Defense: 7.5 

/cnnv; 

Special: SummonMinion, 

^ Tempest, Ltlanl Growth, Resist 


(tirhv i\ ffrr ulistfUih'i\ (fh^anth 
Iwasi ivith morv tfV than am 

apponvfU ihv purh has hutHl hfittir. Lkifr's tint niUu k ^slminfr is 
to hrinfi in stxtmB siruujm ushut its SiiiiifiiturA Imfiui nhiiiti. llwsv 
"nriuju/fv" furrsisr jr/ u l oiint and dw ^rirur' stnuufr tiirst shvd 
dvmim yanir tau'd amv bvforv in hyrm 


L _ ■ ■ ■ ■ ■_ 

IIP: 1,500 

yVgility: 45 i 

AP: 28 

Wisdom: 40 , 

Posver: 115 

Fxp:550 

Defense: 75 

Zenoy: 80 

Special: I rost, iVlulasses^ 

1 VVeiiken, f nfe 

eble, V'itdii/e 



1 

IIP: 400 

Agility: 16 1 

AP: 100 

Wisdom: 50 1 

Power: 70 

rxp:450 i 

Defense: 15 

/enny; 100 | 

Spec iff!: Sleep, Confuse, 

SHeiice, Snap 


Don't tHfsfn tujir Imii: ufimkiirq 

ti/rfin % mnuujjs. Vujjr qrHjf * jjjjj 

\htm!d hv thr Uig kuhttnu him " ' 

hvif. f)vttl it'ilh both liivhv nnd , ^ ;■ 

fnv luuf/rrv In rMrVwj nwjr mfi\f I ^ ^ ^ 

potvnt tin^ und mrth hnsvii " ^ ^ 

iotnUinaiitm aUatks fdvtfv, thr 

hruur. urrd llu'nn sf/Tv iruniUrr i ' ^ ’ 

iili thr somv i ijfdCfrdtilfli 

lu ikr and rarth vkoirntat sprtts, -*4 vEI^ENB 

Ihnsp rtifOikV pflrlfniiflrlv - _ 

vtfrtln r. Don't br atmid in ptdl ^ 

out till Ihr slops and usr R\ u's ' 

dragon ahfUtivs ‘\ Wudstidr or 
Onslmndd gars a tong way to 
nnikming Ihr giant t i Irht v 
Irr vour tint rruiTiiJ of rrJ 
Irnnsfurnt Kn/ into ihv ll ti itu 

hy brid farm, ihr Ihr-basi*d ^ s 

spt^fh you hair at f ess fu do dvr 

asiatmg damugr to Cdrhr and — -- — 

Iris UMiirott. Keep hanmwring onot trilli lourlx^sl curij/)us. ntaking 
sort' tu Ihnsh otl tbr taum and an stvry monstrr Ifnrr f/un 
uppt'rir tdrhr sprods ntost ot his rarrgy siumminiutf rvinhmr- 
tovats. spuring UJO Ilk* loll brunt of hh dungrrouK sptHiai ti/uljf/r‘s 


With the mighty Glebe defeat¬ 
ed, go back to Iggy in his little 
dingy. He rows you back to a very 
grateful Mr. Zig. The coast is now 
clear, and the winds have 
returned. Drop belowdecks to rest 
after your ordeal on the fstand of 
Fire. When you awaken, climb 
topside and speak one last time 
to Mr Zig, then continue on your 
merry way to the port city of Lyp. 
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^(62) 


Head north to the Weapon 
Shop. You find a bonanza of new 
weapons and equipment for your 
party. As funds allow, pick up the 
PiercingEdge for Ryu, the Sparkler 
for Ursula, Battle Rod for Nina, 
and Stone Club for Cray. A variety 
of new armor is also available for 
purchase. With all of your shop¬ 
ping done, find a pier on the north 
end of the city, and head inland. 


J XUtmih tuvnhtmt is ulst) sUimthui In, hillfrni Ut m Uis 

tuirmat hr nrtipnm'^ hnrtrr Ihf n rfi/J4<nv uiu! amufT in aif 
nljfj* arv itistly snpvriur la n liul mu luii firiil at Ihr Uni^irwr Vliu/r. 


QaUin0 the Qea 


This is Gyosil, fisherman and master. As long as you have 3,000 fish¬ 
ing points, he will bestow upon 
you all of his knowledge. Studying 
under Gyosil gives you access to 
the Ward ability. 

Gyosil doesn't offer you skills as 
do other masters; instead he 
offers fishing poles. If you have 
more than 4,000 fishing points, 
he'll give you the Ring of Ice. He 
gives a Spanner at 6,000, and a 
Master's Rod at 9,500. 


Nina and Ryu thank Mr. Zig for all 
of his help before venturing into 
the lively city of Lyp. Mr. Zig tells 
the party that if they ever need to 
use his ship again, just drop by. 


Hop across to the boat directly 
south of Zig s shtp. Here you can 
replenish any supplies that may 
have become depleted- Continue 
to hop southward until you 
encounter a green little man fish¬ 
ing on the dock. 


Once you arrive in Lyp, you can 
return to Zig's ship any time that 
you would like for a little sailing. 
To find the Sea Dragon you need 
to use his vessel. But first you 
need to learn the ins and outs of 
navigating and sailing. 


I yp 

B. VVatpr VV^rd 

C. nothing Spot 

D. Inland of Fire 

E. Sea Dragon 


f, Beni Scre>v 
G. Shikk 

11. Nameless Island 

I. iVtanly Clothes 

J, Harmonic Ring 
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CHAPTEH IlhiTREAMJ 






Uh^ tuft mtikf 

the shift f’ ill thr MJfnr’ ilffri' ^ 

//(HI it\ thf urnff fjv prr^sinij ^ ^ 

/i) !#rr \ saih. ihi* thr 

ihrntimuii hiiiUms ki ihtiiKfr Ihv 4 ^^^ 

ship s tiimtuyn. hut 

^fMJi r atfaimt Ihv ii i»d iiirilc l/ir r 

urr uff UiM if/n fiw' ff«' " 

ttan ^i\ prrssmf • 

I hi* fhr* upprt nqht of tbr \tn'rn 

Ahiiii^ l/j4" ijirrrfrl irmrf spi^nl and dimtiim the dimthn the murf htJ/ 
iJfMJiyr Ifj rs Mm tau rim^rrn* fTTutiifimi inNi 

sttiis ihiijfj ihr nind hegms hhnj in fhr dkeithni vou mmi lu go 


Uoit't trt fhf nmd iJ/rii/j(rN hmi viiu -il» rntthm^krti tvind rS 

iihrit* llu‘ wind hJiMihig tram mti thr direitiim it is hfum/ifj. 

/ hr Jjiif fJ« ffir/if/r g 

Ilf the ^i rrrfT mdktitvs rnjir —J 

rrmiminq supplier Jlw friNn* • 

timr vwii spend ul w’£r, the more 
supplies rw use tip Omr yvnr * 

tire 1 ifonv, 

thr ship auhimalktilh rrfuniv to 
its part ai orufin Pressinif B ta 
use the ship's onrs hn rrnst^ 1/ir 
u«rfi«f*i Iff supplies tomumrd ~ 

A hi lautu h a dingln hi rnjrJr^rr Ihr amt unmnd 
Uw ship. It there is tm istand ur other phue to Uimt iwarln, the 
dinghy nill hind there. l*ressmtf ^ niHtr u purl tnakvs tiu* ship doik 
at that part 


Ocean ^ot 2 (6^ 

Among the many flfeas you'll find in the inland sea is this fishing area 
to the north. Look for the blue flag to guide you into this secret spot. 



There is very little area to move around in at this fishing spot. Cast off 
the side of the bank opposite where ygy have docked your boat. Your goal 
IS to cast toward the small groups of reeds. The Silver Top and Floaters are 
some of the best lures to use, although Hangers are also good. 


The fish in this area are whop¬ 
ping Bonitos, so if you are using a 
smaller, weaker rod, try aiming at 
the patch of reeds closest to the 
bank. That way, if you catch a fish 
on your line, you only have to reel 
a short distance before landing it. 


Qea g)ra0on (68) 

Head to this spot just north of the Istand of Fire. Reach it from either 
Shikk Of Lyp. Once you reach this spot, hit a to explore the area and 
meet the Sea Dragon. 



The Sea Dragon awaits on a tiny island. Have Ryu engage him in 
conversation to receive the power of Sea Dragon —Tidal Floodi When 
you have finished your discussion, hop back in the dinghy and go back 
to your ship. 

Crossroads (64) 




N 

p ^ 

• n 


1 



1 


C 

1 

■V 

B 

* T * 

B * 


- r r 



A . 


V. Kuji] lu Lvp 
it. PdbPdb 

C. To Jungle 

D. Lake Spot 2 



The Crossroads looks like every other stretch of wooded glen you've 
seen from here to Wyndia. Dor^'t be fooled; this forest is almost over¬ 
flowing with vicious and ravenous 
beasts. Head westward, fighting 
through the many waves of 
enemy attacks until you come to a 
split in the road. Standing at the 
juncture is an odd, orange crea¬ 
ture that seems to have no earthly 
reason to be loitering in an area 
such as this. 
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Head west across a bridge spanning the small stream that bisects 
this entire forest. When you leave the wood via this exit, a new road 
opens up to you. Use it to reach the Jungle of the northern island. 

^ke ^ot 2 (65) 


Most of your best fishing is off the dock—cast toward the rocks and 
tree branches protruding from the water. Look for dragonflies hovering 
or places where the surface tension of the water is broken by the gen¬ 
tle breeze. The lake around the dock is rather deep, so the chances of 
getting your lure caught on the lakebed aren't that high. Just to be on 
the safe side, use a lure that works well in shallow waters, such as a 
Floater or Baby Frog. Silver Tops work well too, as long as you keep 
them moving. 


This little monkey man prattles away in a strange gibberish that no one 
in the party understands. When given the choice, offer the orange fuzz 
ball a gift of food—some Apples, Ribs, or a Roast. It may seem like a 
waste now, but your generosity wifi come back to you later in the game. 


Another nice spot is on the lake's east side. Cast deeply, as the 
water near the bank tends to be very shallow. As you near the dock, 
the best fishing is found near rocks or where branches from fallen trees 
protrude from the water. 


IIK: um 

A^dily: H» 

\l*: 50 

IVisdom: 50 i 

Houer: 12.i 

i xp: 650 1 

IXderiM?; 

Zen fly: 120 i 

Spec ml: l>(iuso, iMoliis^cs, d 

Storm, 1 nfuebic 

1 

— ) 


m 


larHahtn are math iike ihvir 
rus\fiml uui bme to 

\imk them a titth* helmr vnrr rifiirtk. tvith Hurn lireo imt. m 

rW/HT rjf/iJtfu Omr they hat e htHm ihssnmfvd 

In lire. Jar Uahw\ dvUyttrate. aUmvirui far ihrt*(t phiMial tiammiv 
hn' nritif mi/dr a fan lar Ualn da a iim traithm at the dam 
at}e that mtahi he ialJuted tm a full) tme. 

Tfjr fjatr fjij 4 iifatTaliiYffr Jw /In' allfakv 

4 an the vim m«i nhh to lonHja the entire toakimi ' pra(e\y 
and mnpt\ aait a hinfe qraup cf far /#u/h(*s nith a wkirr patent Jar 
hasf*d iambmatimi \tnh Simoon la l.rapiion. Ihe^e fft-ad/v 
attatks tend to he adeiiaate to eiiminate lar Hahie\ in the hr**! Him, 


w|}y 

^Encounters 


IIP: 1,2011 

Aj>ilily: 2(1 

AP:20 

Wisdom: 44) I 

Power: .50 

f xp: 400 1 

f>elemc: 75 

Zenny: 200 ] 

Specml; Ovum j 


iaiifUjrn idler little dilluidtr 
omr lau #Lfr(/n 

'F-i i intl- ha sed tillat k\ t sin 
ifte (\iiane is hpiatlh etwmjh to nr rm entire (fraup 

ol SinavliiTV . \ i kiom one-iiya fomhhudum mmid be Mna s 
iulone spell laiioned up by a StaUenfun or bporkler atJuik Irmn 
Ursnia. ihinii this iomhinutiati. svaV be vkhiriom in the im /rrsi 
nmnd of nmdnit 


[ IIP: 1,500 

Agility: 20(1 

AP:20 

Wisdom: 50 | 

Power: 120 

Lxp; 780 1 

Defense: 60 

Zenny: 2.50 | 

Special: Counter | 


Masks ore on interesliiHi nut ta ^ 

irm k 11 bite resistaut to hath 

mnped and dirvi t phwhat - ~ 

atUnks, speth suih os Orath* tun domatp' Vlosks himt ily, if not 

desirtn them mdnqht. Masks possess na pmtituiar \ obuTohilih fa 

I'/i hosed nthnks 

4fj/i a/v4 d/s/z mif ipiile a hit at dutnmfe in their ana rkjhl 
often ZTf/+ ttP of pnnishment to a sinqte himi^ to defend 

mpiinst ymtr attmks. a tm nki's i iinuten imreastnq its t homes 

of o toufdenittotk heejt pmr thorotfer s ltl*up and rtdttle uwr 
parh mendnrs. puttinq the inptred fii tun ^ white /jr/44t;im/ vawr 
/n'\/j troops ta the front i omhat ranks. 


IIP: 1,500 

Agility: 200 

AP: 100 

Wisdotn: 50 « 

Power: 120 

F.xp: 600 1 

Defense: 60 

Zenny: 550 1 

Special: Backlash | 


I 


ifl/inm/fr \h>rar) mar fmrk ~ 

sMuilar tff .UiMv the 4iwr that 

rrm atfmk them is eery ditfer “ —i 

ra/. Mirntrs otv hiqhly resktuni in the (Irtnle afiatk and the best 
i/w td it lypiudh intlhts no mort' than 250 ttP dnmaqe^ Instead, mr 
/ nldn % Kai fcri or Ursiita s SparUer to dn same sermits daai 

aqe Hnmp^ aliatks tend fa he the mast eth^thr, /lasscvs no 

idar ra/4i4*f«/jdilt fa r*fifTit7ifa//r uttaik types. 




















tiiwfu/f f>rrsp£»f(iit' 1/1 thi\ svcliim i}f th(* hmulr. Jhv ituwpy 
frmiiii'uth hidt'\ traih ttrthr^h fwm >/«//“ / /mi 


n fii'/i fiir hridfp^ \piii mi fmi diffrrvui dirrttitim, thv ^mith- 
ijrsItTij puth. Yum find u tf/i'il irr7/l a dmblr dmv at /It/ninj, 


i n/irip uiri rrtJtfr iJir rupv laddvj^ utt ta thv undtira\L mnm iiw 
I iHifJJv hmtflv fUmr Ut rrmh u dw^i imilaimntf u Supvrl Uamin. 
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Chapter hiJtream^ 


Long wooden bridges dominate this area of the Jungle. Follow 

them westward as they meander 
around a pair of great trees. 
Enemy encounters in this section 
include old friends such as Masks 
and Mirrors. Use a combination 
of ranged attacks for the Mirrors 
and the Oracle spei) for the 
Masks. Continue along the 
wooden bridges until you reach 
the Jungle canopy, and a new 
area to explore. 


lead westward, winding around 


. I M'l I// fmk tm n 

htq. just md of nwh. fri 
lith oppurUmity hi ufj^radv 
trwhm \ flyitifi pwu h pm^ you 
hr. iolttminq thv dhpfom. maiv 
svquvntialty frmu lug tn kiq 
until yr/u mnh ihv luxh ( tan's 


A. Start 


fj. Toxic Clam 


C hxii 


Follow the wooden pianks as they 
one final tree. You come to a 
series of floating logs. Much like 
the logs you have seen in the 
past, you can roll tj^em north or 
south with the directional buttons. 
Hopping from log to log, head 
westward, rolling each log into 
position. Once you reach the 
bank of the mud lake, head west 
to exit the Jungle. 


After crossing the rope bridge, 
climb down from the westernmost 
tree. The wooden planks you find 
at the tree’s base lead you to a 
new section of the Jungle 


f ^ 
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N 
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•- -r / D 

A* Marl 

C Aurum - 2 ' 

B. SuperV fta/iijn 

^ —■ _ — - — 

11. To log Came i 


The rich greenery of the Jungle canopy conceals a festering pit of 
muddy earth and vicious enemies. Whenever possible, walk along the 

wooden planks that have been 
laid along the Jungle floor^— these 
planks allow you to move at a 
much faster pace than trundling 
through the mud. Expect heavy 
resistance from many of the same 
enemies you faced at the 
Crossroads—namely Tar Babies 
and Smashers. 

Head west from the smaJI grotto 
you begin from» following a long 
series of plank walkways across 
the muddy Jungle floor. Turn 
north and walk between a pair of 
massive trees with a rope bridge 
tied between them. Continue to 
follow the wooden planks as they 
wind around the easternmost 
tree, eventually terminating 
beside a rope ladder. Use this lad¬ 
der to climb the tree and walk 
across the rope bridge. 


Out 
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From the Jungle it is only a hop, 
skip, and a jump to the Pabpab 
Village. Your welcome to the vil¬ 
lage is less than friendly. As your 
party approaches the edge of the 
settlement, arrows fly, halting 
your progress. Only the timely 
intefvemion of the tiny orange 
hi2i ball you fed earlier saves the 
party from becoming pincushions. 

With the good word from one 
of their own, you are invited into 
the village as honored guests. A 
former adventurer named Beyd 
greets you warmly, offering all the 
hospitality the village has to offer. 

Once you have settled In, Beyd 
offers you advice on how to 
progress to the mainland. When 
the tides are right, you can cross 
to the western continent via a 
series of Tidal Flats. 

Unfortunately, the road to the 
mainland is presently underwater Beyd suggests that you relax and 
tour the village while you wait for the tide to ebb. 



Go across the rope bridge to the 
south to enter the only other hut in 
the tiny village. Here you find a 
pair of Pabpab dancing around a 
sick comrade. There Is nothing you 
can do for the ailing Pabpab at this 
point, so continue to investigate 
the room. A notebook is filled with 
trar^slations for the Pabpab's enig¬ 
matic language. After studying up, 
head back to Beyd's hut. 


Sickness is nothing new among 
the Pabpab, and there is little 
Beyd can do about it without the 
proper herbs. Nina suggests that 
the party help Beyd find the herbs 
he needs to heal the sick Pabpab, 
as thanks for his hospitality. The 
herb can only be found on tlie 
open sea. From Lyp, you can find 
someone who can tell you more 
about where to harvest the herb. 




Once you have returned to Lyp, go to the tower in the southernrnosi 

end of the city. Here you find an 
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i Wgh Seas (69) 

Head east from Lyp, moving dlong the fingers of rocky islands on the 
►fouthem edge of the ocean. You eventuaily sight this oddly shaped 
hsiand with a purple flag and a red flag set on either side. Steer your 
^vessel to the western side of the IsJand and dock near the purple flag 


The next morning, things are looking much better for the little 
Pabpab. After chatting with Beyd about the Pabpab's miraculous recov¬ 
ery, go to the rope bridge outside the hut. You encounter the l^ttle 
orange puffball, Poko. VVith a hop of delight and a Pabpab's distinctive 
chatter, she tells you that the tide is going out. If you hurry you can use 
the road that runs through the Tidal Flats to reach the mainland. 


Once your dinghy has landed on the beaches qf the nameless island, 
begin looking for a tall green weed- like plant Leading with Ryu, 
inspect the flora before havmg Ryu slice the plant with his sword. Now 
that you've collected the life-giving herb, pile back into the dinghy and 
head back to Zig*5 ship. 

^aBpaB (6^) 

Return lo the mainland, and then hurry back to the Jungle village 
of Pabpab, Find the hut where the sick Pabpab is resting- — there 
you also lind 3eyd. At Beyd's suggestion, give the Mozweed to the 
' aiiing Pabpab. 


■ Chapter niJTREAMi 


Sefdine ^ats (TO) 




Poko leads you to the coast of 
her tiny island just as the tide 
reaches its lowest point. The 
"road* revealed through the Tidal 
Flats is little more than a sandbar 
connecting a series of isolated 
desert isles. Begin your journey 
by wading westward. 
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A^iliLy: 65 
Wi9>d«im; Ml 
txp: 760 
/ennv: 120 


IIP: 1,600 
AP: 80 
Poiver: 88 
I Jcfenne: 60 


SpeiidI: Spores, Powder, 
Uei'our, Absorb 


^t£n*sm me iitimis itintit <mmv ^ " M . **. #r . v 

[thtHts tviih a ph'thufti ot pifirnt 

SpTTft^ 6i thmdt^r, Hnfresitt utiitv spif ubiU 
lir% Ihttt j (ffi iifltHt iht^vtiiirrtvmhtil nmk uf i oiir /mrfv* • 

Kcdrriro itm inilkt \nptUhaitt damrup^ in diml phv^iad fttrikrs. 
tlk^ li-fjtf lu tt\r l/itiiT simtul ohitilir% ruhisfi rty 

ykdwu itimbaihui fjn/iii/v Jeud rib a SparkltT 

shat tumi Urstsh. tnllimrd h\ a Inxit Clan th inti pttmh from 
i rshiit Hidn'\ut hnrr an rxirvitw i ijbri’r7d///ili lir nnup'il nlhit k\. 
Siminm IrnpfmK ttmd lirciiml un' tan alw be a^vd Ufiaiml Linfv 
(irrmps ijf Kijfrrsfrt fu c;refi/ rflni 




Agtlily: 60 
VVisdoiii; 40 
Exp: 550 
Zenoy: 700 


HP: E500 
AP: 80 
Power: 95 
Defense; 70 


SpcddI: Dream Breath, Sleep, 
lievour. Absorb 


frfi£|rmn nfr mr/Ji bAf* ^ 

ffrifrrvro n ith tt wtitfhlh num^ 

poh'tii arrm oi spriiid uhilities Ur/dj bfrelbrir piirpU' anistny 
Imtfnms ukrthvif \i*eti(it nhiliiir\ ninw^t thud mth 

Ifwm tpinkb ndb r‘il/jrr a borroi/i- nl riiif£/£*d iJlIiirfLS—ferl In 
IJrsffbi \ VpnrA.fiT-«r i rinr pruii'r/iil rarth nr (trr bust’d f tj 
brnfrOVrn 


(^wounters 


Although you face a variety of new creatures, they all have one thing 
m common—-an extreme vulnerability to fire-based attacks. Use this 
weakness to your advantage as you face wave after wave of giant 
crabs and hungry flowers. 

7T 


IIP: 2,800 

Agility: 60 i 

AP: 80 

Wisdom: 40 i 

Power: 130 

Exp: 500 ] 

Defense: 80 

Zt?nny: 800 

Sp(.>cif]l: Knock Out, Mighl, Ram | 


bt nrrr rrufUifilrr nith kJtddn, 
rrijslmi'ons htyin 

slrupiuti. Ihi\-tth hnu ii Irvr - - ^ 

lorn (0 dish tml us imnb puntsbini'tii as win iim. Dim I irri^lr rmn 
brut’ Ji bb din’it ph\skid rr/bJi^\ . 1 Knibln \ Ibii^ urnwr htnnts 
ubuasl (tut bbm vrJri hn\d. 

Insteuii lake adiaaUitje td u Krahtn v mb'i'mr t idiirmbf/ilt bi JSn* 
und earth atiaiks. msdiifq thriif ii bb ir/r/r rrm.vf pimvrhil unnhina- 
iimt spells, hen ushnj tmttpt. b is ttitiikelv \im iWb lutnl u kntnktnti 
pumU in the first mind Hat if imi initu t eiwindi daiump\ you mm 
bbin oil kruUhs v prni rr mofcmi/ bim mriib less eflctlhv in lamlmL 


HP: 1700 Agility: I 

AP: 80 IVisdom: 40 | 

Power: 90 L\p: 450 j 

Defense: 62 Zentiy: 300 

Special: I lowling 

MiiiJiJrfu/u ofrijitlr/iir imuimi 

the tfirnh ttnms pfanl famih in ^ ^ , 

find thiT lend to utilize meb^ 

adaiks..ttthmitfh lhe% ItmToidi one speautabdilr, it s exlremeU 
IHdrnt. li ilb their Hrm litHt abditz a simile Mandnnta taa stttanhh 
the bitnn tuni-s td tmir rvrbn- edmbol rmiidL 
Dispahb ibem the same nnrtim ifn Ibr ufbfr iJorii - iu7b u 
Sparkler tdmt tram Ursula hdlonvd bv a Rrp-^ or etaih biivr^d i/jm 
bbifilbm tilbtf k. 


Head westward, using the shal¬ 
low waters to walk bom island to 
island. Expect frequent encoun¬ 
ters with Smashers and Krabbies, 
as well as the occasional ftafresia 
and Fragrans. Eventually you find 
a long sandbar road heading due 
west Follow it to reach a new 
section of the Tidal Flats. 


. t sHiij/l w/imrf fii fbr narthmst tmlains a sfnr/lr ritf, Gi/fnl the 
rbiijblr dose td I*msunHuukler imr bml btsfib* 


Go southwest along the beach 
until you reach a land rarnp that 
allows you access to the island's 
interior. Once you have ascend¬ 
ed the land ramp, cut to the 
northeast, following the tree line. 
Your goal is the very center of 
the island. 


Heinrv tlimhiiui tlte haid rmiip np the wbrfid> diff (uie umibjffi' 
soathni^l until tin njurrrtrm^ fbbi/ iinrbni/ ptmi iut mirfh- 

ii br-n’ iuj# fmd tt ibesi waUiiriina a sinxitr prednm tb»un Drwp, 


Follow the tree line until you 
come to a small ravine. Jump to 
an adjoining cliff face, then climb 
down into the island's interior via 
a small land ramp to the south¬ 
west. Head directly into the cen¬ 
ter of the densest jungles you 
can find as you head to the 
island's center. 
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Go to the southwest, following the cliff face of the island as you go. 
You soon see a land ramp that leads to the tidal pools of the island's 
northern side. You find the sandbar “road" due north—it leads to a 
new series of desert isles. 


This last stretch of the Tidal Flats is relatively uneventful. If you 
sprint across it, you may be able to make it to the other side without 
a single encounter. 


Despite your best efforts, night has fallen before you can cross the 
flats. Nina suggests that you set up camp for the night and make up 
the lost time in the morning. Unfortunately, by sunrise the party real- 
izes their mistake— the tides have shifted during the night, covering up 
the road to the mainland. Ryu, Cray, and Nina move off by themselves 
in search of an alternate route across the sea. 


0 ^^ 

Qald'me ^ot (Tl) 

This rocky shore is a perfect place to catch some dinner. The new Deluxe 
Rod ailows you to bring in bigger and better fish, even if you must reel 
them in over great distances. Despite the capabilities of yoiir new fishing 
equipment* your best bet for catching fish is stilf close to the shore. 


This tidal pool near the coast is the ideal spot to catch the plentiful 
Moorfish and Bbwfish. The best lure to use is the Silver Top* as well as 
the new Crabs that you just picked up. Move the lures in short, jerking 
motions* never allowing them to sink to the bottom of the tide pool. 


Once you've caught at least one 
fish, head back to meet Nina and 
Ursula, just beyond the confines 
of the fishing spot. With your 
catch in hand, send the trio back 
east to meet up with the rest of 
the party. Over the gentle roar of 
an evening fire, the party feasts, 
then slowly falls asleep. 


Wend your way west through the dense jungle underbrush, crossing 
a picturesque waterfall. Continue to follow the cliff face until you reach 
another section of sandy beach. Your worst fears have been realized— 
until the tide goes out you are trapped on the island. 


CHAPTER IllJTREAMT 


Hidden among the jungle canopy, 
y£Kj find the Earth Gem Dragon 
Ciystai. This gem grants Ryu the 
power of the Behemoth, as well as 
allowing him to assume a new hybrid 
dragon fomi in combat. Once you 
have collected this priceless treasure, 
dimb back up the land ramp you 
descended to the northeast From 
this plateau, jump across another nar¬ 
row grotto to the island's north side. 


ti( (UmHiiiq Ihr filalvatt, hrtui msf rinitf \ ait Ihid a htmt 
intitp la tt M'ttudnl at Imnli lotlmr this hvmh r/s 

tf Jimdi n^rlfi umt tlivu araimd f/rr nhnd \au rrridtlnWt annv 
In « mjlrfrippinf? niih a r first M/fim/ wfiip if. i oiU*ti thr SiJrcr 




The next morning* Ryu, Nina, 
and Ursula begin to investigate 
the island. After finding a water 
source, head west to a new sec- 
tiori of sandy beach. Follow the 
beach westward until you come to 
a winding trail set into a rocky sec¬ 
tion of the island. Climb the rocky 
terrain, entering a new section of 
tfie beach, then follow the trail as 
it meanders down Ihe other side. 


, (fii/rcf liifh fiiT? i rffi> h fui Ard finiri an tUa mirth s/t/r 
iif ifw rmk\ tmUrnpphuf Jmi urn fiat! i! aftvr rithrimi iUa ava M'l' 
tilia at the hamH. 


Continuing west, checking 
among I fie underbru&h, Ryu finds 
a way of feeding the parly — a 
brand-new Deluxe Rod fishing 
pole! Travel along the beach 
toward the Saldine fishirig spot. 
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I A mystic entity, the Gu.3rdian of the Palace, comes to hinder Fou-Lu's 
progress. The Guardian quickly recognizes Fou-Lu as his former emper- 
I or, returned to take the throne. Fou-Lu greets his old friend warmly, (is- 
1 tening as the Guardian speaks of the deplorable state of the Empire. 


With grim determination, Fou- 
Lu orders the Guardian to lay 
waste to the capital city of 
Chedo. As he strides deeper into 
the palace, Fou-Lu vows that the 
last act he will perform as a god 
upon this world is the destruction 
of the Fou Empire. 


Qaldine (TO) 


As morning dawns on a new day 
for the castaways, Nina suggests 
that she and Ryu once again try 
their hand at fishing. Go back to 
the fishing hole, heading west¬ 
ward as you have before. 


iXtint sfn f*jurv Irtun tifmbalirnt thrinimprf)u\ mmistvrs 
rrrtirffiifr'r an ifw a (it tn (hr fishinq sfkit. tim t\ tin uhktt oftpariit 
iiiJi far van ta huiUt up stnrw mmh twrdat rqivrintta far hath 
Rut amt Vifin 


Leaving the city of Chedo behind, Fou-Lu moves deeper into the heart 
of the Imperial Palace. Continue east through the high gates into an 
ornate inner chamber. In the center of this room is a massive arrange¬ 
ment of glowing arcane symbols. Approach the symbols to initiate a 
meeting with Fou-Lu's nemesis. General Yolm. 


Yolm seems genuinely surprised to see the emperor alive. After a 
brief but respectful conversation, Yolm summons his most powerful 
minions to destroy Fou-Lu once and for all. 


IIP; 

A^ilitv: 210 

AP: l OIM) 

Wisdom: 223 

Potver: 3f»0 

1 \p: 20,000 

Defense: 240 

/enny: 0 

Special: \1ysLk 1 

Fire, 

Mamin;’ I'isl 



K£//ihfi, pirn vrhtl amf 

drudh. is rvUtliirh vaw fa drttl - - ^ 

iiith if rnri fnfcr fltr pmpn appfatiLh. hamcdiaft'h trtnnhrai fmi Lri 
iii^i hi\ hxhrhf drnttan hnin, thmtsiuq tha Svt^irnt mimtalhn fhv 
iicifjT httstHf atUaks m nihhfv in dd\ tana inttkv itrU'alimi kuhha 
nil the vuMvr 

thur ftni ill fiui liiki'if tfw Svtpvtd liniqan (ana. aUiuk hahha 
iiifh vniir tnml fitnirriiil a rniMm thr Kii/iinr h pminu 

farfv mhivrnhlr fa tudt^ based (mh hnu mu use ibis 

ImkilU n rapifti vxpvt t ta da a tnmimtmi af yihff paints at damaqa. 
Ktddm ill its best tun trlant anh JOO paints uf punishmvnt per turn, 
i amhat shotdd hr tamplatr in ii*s (tum three turns. 
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(Jiedo (T2) 


Deep within the Fou Empire, the Emperor God Fou-Lu marches proud¬ 
ly into Chedo, the Imperial capital. Casting the city guards aside like 
rag dolls, Fou-Lu enters the Emperor's Palace unopposed. 


^perial <palace 
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220 

VVivilom: 131) 
L \p: 30,01)0 
/ennv: 0 


Specitil: I Iclrkhriiimc, SImuon 


iVrffinrfif/mi n/V r»frn\ |||l| 

tsi minhn h mtii ii mon* tlitft 
nJf f(/ f/rrtii l/ir 

V1 Wrfffrf/iMtir* irr /wrffii/fur tfttnmifc r'rr*f 

aiinr fmi t u is itt hiv Orutim farm 
immviliatrh (ranhionu hm ht itiU* hts Smpvnt Dwt/tnt hyhnd 
form Krtp mt ti}f~nn 0^ iOr- Srrprnl Pnupm i\ /nmTfiil hid 
i‘\pvmhr mumimfj t/if otiv of lUfjr morn M tntifs to 

rrplftihh iitfir \r supply if itiii drop twhir 511 poinK Hytrrdmj 
tuuk io iiumitn farm is mUm drulhf 
f)nif' frv dnupm form htiotmrr K«fjjviJ n r/fi thr ilutrrsptud hmdU 
uafjjf/ii Hm fwOfr n iff hv lantp^r ottd mtjrVTfiiUtffii hut mfh the 
ptnirr td 1/ir othuk Mfu H hr i utonou^mthiu fiii* 


tmuudl m Oir /inkfT mid Du tittr Ihvw On/ M/fM7fr\ ujum* a 

tfiatih sciii {irmwd l/ir rurpf^rrrr ptnl pn irolmti him (mm himnimi thrm. 

(hih ihv pmivr of uirir tunn um hrvuK ihh svnf mid tiUim 

i'fijj Of c*0mi/tu0' (Iff k/vl lyrrTrijf tirlvmr yiiii/rji/ Stmirf hmiwdmirly 
dim thv fonu lire' OrOnfifrflf Dnfi/yfj Jmi m t^if iJrh thiHpm s e'lc rOf fil 
and hiqti UP la drtd tvilh iUr iptadniptr thrvu! 

) f/fiu ims pri'purpd for \mn. 

(Ifjrf in wttr rl/mffifr Omff, ioffifirfcr (Iff frilr^f f/niffp mtIIi llu' 
OflowiWlj^ hm/llf iiru/mir fir Mrikv iftis dm itsUtUtiq aiUnk 
fliffijfiiflf IwJlr (Ilf Inmprrs and tiw sortiTcrs m u siniftr turn 


tUr M'itmd of firr ff»ii doors iirr iOr nnffli iiijW 
M/ffrfyrrf pas\rs\itttj thv Hhir i harm lan pass. 


With th& most powerful of his minions destroyed, Yolm bows his 
head in defeat. As respectful as ever, Yolm offers his humble apology 
for the aiLempts he has made on the life of the emperor god. Drawing 
all of his remaining power into himself. Yolm bursts into a ball of flame, 
sacrificing himself to punctuate his humble request for forgiveness. 


Now that Yolm has gone the way of all mortals, send Fou-Lu to one 
of the two doors you find on the chamber's north wall. In this room is 
a place for the emperor to rest and regain his strength. You will need it 
for the conflicts that He ahead. 


After resting, send Fou-Lu back 
to the arrangement of arcane 
symbols in the center of the 
room. Hit x to activate the mystic 
powers of the warp gate and 
transport Fou-Lu to the Inner 
Sanc~tum of the Imperial Palace. 


> Chapter iii:5ti\eam5 


^nev Qanctum 


Fou-Lu is transported to the 
beautiful and idyllic Inner 
Sanctum, Move east across a 
small wooden bridge to 
ericounter a pair of very unlucky 
Imperial guards. The foolish duo 
attempts to prevent Fou-Lu from 
errtermg the palace. Deal with 
them quickly and mercilessly. 


As the battle rages outside his palace, Soniel, 1! 3th emperor of the 
Fou Empire consults with his chief advisor Lord Yuna about how to 
deal with the impending crisis. Lord Yuna assures Emperor Sooiel that 
there is no need to worry, Yuna will protect the sovereign with his very 
life. And should Yuna fail, Soniet still has the Dragonslayer at his dis¬ 
posal to eliminate Fou-Lu once and for all. 


With Soniel's troops defeated, Fou-Lu moves to challenge the 
emperor himself. Only Lord Yuna stands in his way. Engage Yuna in a 
brief conversation before facing his best attempt to stop Fou-Lu. 


IIP: i ntia 
AP: 1(10 
Power: 331) 
Defense: 220 

Special; Tnrget 


AgiOty: IHO 
W'isduTn: 1(10 
lAp: 800 
Zenny: 0 


P(«iner ] 
Enter 1 

,? ’"""Si 




HP: 2,500 

Agilily: 100 

AP: 1,000 

iVisdam; 40 

Power: 300 

f \p; 3,000 

Defense: 100 

/enny: 0 

Special: Concenlrale, 

\1agit Ball 


IIP: 2.300 
AP: 1,1)00 
i'oiver: .300 
Deleme: 100 


Agilily: 100 
IVisdom: 40 
txp: 5,000 
/ennv: 0 


Special: Concenlrale, Special; Concenlrate, Inferno, 

\1agit Ball Typhoon. Quake 

Lunu fius aquinsi lou tu a pair td ihv f mpirviJmt nomois^ thv 

hniivmd llitv hmtpvr. Ti/h l» muvl (mv «n I'l/uril/i di/mdOa/ 
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Hurry down the south sandbar road until you reach the mainland. The 
first settlement you find is Koshka. There's little of interest except a 
well-stocked Weapon Shop. 
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Yuna seems to recognize that discretion is the better part of valor, 
and he quietly steps aside when faced with Fou-Lu's wrath. With no 
further obstacles, send Fou-Lu through the main gates of the inner 
palace to finally meet the 13th emperor of the Fou Empire, Soniel. 


As funds permit, purchase the FeatherSword for Ryu and Scias, the 
Runestaff for Nina, Crusher for Cray, and the Flamethrower for Ursula. 
Armored Vests can be worn by almost every member of your party, so 
purchase as many as you can. 


The Shan River is a wide and 
muddy waterway, spanned by a 
series of Gondolas. Flip a nearby 
switch to bring a Gondola to 
your side of the river. Pile the 
entire party onto the mechanism, 
then hit x to cross to a small 
mid- river island. 


Qfion <J^er ( 88 ) 


Soniel obsequiously apologizes to Fou-Lu, declaring that the promise 
made to the emperor god will be kept and the keys of the kingdom 
passed to their rightful owner. But, in an act of vile deceit and betray¬ 
al, Soniel drives the Dragonslayer blade deep into Fou-Lu's body as 
the emperor god turns his back. Fou-Lu only laughs maniacally at the 
ex-emperor‘s feeble attempt to delay the inevitable.... 

Qaldine ^pkits (TO) 

Meanwhile, back at the flats, Ryu and Nina have a quiet chat beside 
the shore. As Ryu casts his line, Nina talks about her feelings for Cray. 
After hours of fruitless fishing, send Ryu and Nina back to camp. Use 
the travel diary inside the tent to rest and save the game. 


■ ^ fi J 

•"N 

^ 7 f 

/- -j 


After relaxing on the beach, the party awakens to a pleasant sur¬ 
prise—the tide is going out. The road back to Pabpab is revealed by 
the receding waters; move to the opposite side of the island to see if 
the road to the mainland is accessibfe as well. 


fJrjN' rnjr fjuic pmyrrvvn/ ihrimijh fJji' SuUinr n^turn iirn- 
ItiU’t to dsM tft n nrvi nnid imdiutji mrth ,11 ilw Pud of lhi\ mad \ou find 
ti ftkiu' talivd tidi Ifpud nnd an nhf trinwl-haUn Kv s ti mas ■ 

ftv non. finK fr/rji/ nudul fjcn ioffi/dmfl bhmti fimr fnl ami fin 


(E^sfika (T 5 ) 


flw Uaminht ti/jff*" X is /irff-ssri/, mut it frru if i.v 

- U fifd Ihv hiis md nn$iv l/ir (n/mtoUi hmurd hinip tmfo 
a toq nun int? the Ltmthfla ih\r in if fhe hq\ nnrfV up 
uniii vtm tiJic the houfhtrtintmt Umdalu In the riiiT 











































V Chapter iiiJtream^ 




Agilitv; .'JO 
IVisiloTTi: bO 
Ixp: 500 
Zcnny: 2:>0 


IIP; IHOO 
AP: 55 
PoHcr: I2H 
Defeme: 80 


Specidl: Spores, Target 


lbi.’£i?4 mi trkk So drfmt 
uui ilwtr hirniftid funnsirttsiSivK 
f t fn ffli k pmitt utiir ItiiiJiTof hI 

timi hntf mfHtqif SiP tv ni!h\iavd snrrtii inniv ttt umifmt Usr 
ptmrrhii timthinalhn spHh und din-rS pln^ital aswdi MtUfk onr 
Sporam tiS a timw himttm'rirni it wdit it udUip^vv 
ttrnurr tif a Sporeon 4 ^pfin* ollfiiik. I his fntiwm kmictfwups oi 
war parti mth a siaqiv ntlm k. 


Agililv: RO 
Wisdom; >0 
fxp: iOOO 
/enn>: 420 


IIP; f,700 
AP: 100 
Pmver: 152 
Oeicnse: 7i 


Sp(K:ial: Double Rlow, Wind 
Strike, Shield, Rejuvenate 


I izimiX 10 are fanaiduhh ■ f ^1 

nniSs. hat t idnvftibh’ li> r^rfb-^ 

/ijisfvi ultaik^ Hfitk HSasS onri f tvpiitm me tfmnt jmivs bi iilirTf/r 
ib/u fj /«n/4" (/ruiips 

liiin/ pfusiitd awuiiOs an' less ettvdiie betau^c al thv /izord VIrr s 
s/iiV/d spixml fibdio / bh spelt itanvsvs thv tStit nsv at f i rn m’ln* 
Jh jo pmvril am! typhuih marv Shan tmv i i^a/d.Dn tasts if. 
fcurdlfn ml /ml, pmlrfliHi; fbeHrsrfir'i nr ImnnifHj ynw, 

fill' IbantUn's pwli^f Kr/tnrnulf spit ml u/nlifv Irmli tJtbJOO 
pmnts til datnatp' at (hr bvifimmif af i-iitv ImtL if/f IiznrdAtn liil/i 
mnrr pnn rr limn i mi flnnJc nrrrvsnn Dnxj’l n mle vtmr firnr ftilli 
fnm/rJ nlbirk^. SiiardMu an' hart! ta hit, and a‘fri"ii \vn da tanruHi 
mo flu imtlltitre dttmatp' at hrsi 


<7yew (Encxninters 


Cissai 




HP: 1500 

ARplil>: 1 

AP: 40(1 

Wisdom: 15 i 

Poiver; 125 

Exp: 700 

Defense: 70 

Zenny: RIKI 1 

Special; I ightning Jolt, i 

Sever, frost 



pniirrlinnsr nl spriml nlnTdies - 

II attrn irdlkts Svirr duaiatje Sa yaar rafirv party in a shuftr sfriKiv 
r \plaif a itenrraSr s prhsuir} nrt$knvsM^-ftrr and xmrllj- la prnfi'cl 
vfmfvrll tram ils deinsfaliny nllmk Haaqed atta*k\ arc aha 
i\hvjnviy vtfrithV rspnially vimis frmn StrsuUPs nantcOmmtr. 

Ihiinf Iliad hawd aSSatks aqaiml (tcncralrs mtmises flirir 
pini rr find their at erolt ftP 


Hop to an adjorning island to the west, calling the Gondola to cross the 
river. Continue heading west to enter a new section of the river valley. 


Jump from island to island, continuing westward. Use the enormous 
tree stump as a bridge to reach the nearby isle. Now double back toward 
the fiver, leaping from the eastern bank of this island to the main shore. 
Continue eastward to return to the main waterways of the Shan Rive?; 


Orr the snathemmiist istand. kmk for a rhest ftUvd tvilh tJtOO /enm 


Usf^ the southernmost Gondola 
to traverse the great expanse of 
the Shan River. Stop the Gondola 
whenever you see a log approach¬ 
ing to avoid inadvertently jumping 
on it. Once you reach the Shan's 
eastfc'rn bank, head south. 


fbi I/m fnp bmk xxx mvv the rii tT an the wiUhvramasf liOnthdiK b 
puirafitHfs thuds tu rass yaar path. Duix’ ym/r iitmdfilu near them 
hi u/lmi yimr /wirfv bf hap an tap at a ftni tuth lag leads you lu u 
diflrrmt miti rmr istaad-atuiit diffrn'td treasmv. 

Hop an thv first log to rraih the aarthtTnmasi htand and an 
farth Hunt/, Hop xjxi l/rr ^noru/ lag la rvmh an istnnd rn the tenter 
ai the rirer and n pair (d.Utnnn^ 


OtUpia (T4) 


A. Weapons Shop 


B, Tu Chuman 


Follow the main road until you reach the sleepy fishing village of 
Chiqua. Investigate the settlement, speaking with every person in turn, 
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fu i Unnniu 7ft r>3on u/miif tt^/iol fr^* h i// tuti'p! in 

VMlwmfv for hh hrip. uittl irhm' fo find iUt sv Uvtm. 


ii. Ji ,iw Ku. ’Near Kof^hka village, there are ruins. Many 
rumors of treasure hidden inside/' 

* I Unique jars being made in Koshka village. V^ery 

papular in capital, but take long time to make." 
i tsh . . "Shisu very popular food in capital. To be making 

shku need three of am of these fish; MarlianSquid, Salmon, or 
Sea Bream. Even just one of each is OK. ' 


Avoid deep sinking lures; use Hangers, Baby Frogs, and fast-moving 
Silver Tops. The fake bed is rather shallow, and you'll lose lures that 
delve too deep. As you reel the line in, match the sound of the music 
and the beating drums. You'll likely catch a lot of Angelfish before you 
find the fish you seek. 


Qpot 3 (TS) 

This marshy lake brims with easy to-catch fish. Head for shore where 
reeds a.nd branches protrude for the greatest concentration of fish. 
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You meet a strange blue mer¬ 
chant named Fu Chaman who 
deals in rare and collectable 
items. He will direct you to the 
capital, as soon as you help him 
find his wares. 




A lazy fisherman on the vil¬ 
lage's south side can tell you of a 
fishing spot north of town. 

The Weapon Shop on the west 
side sells rare and unusual items, 
including Magma Armor. Once 
you have visited every place of 
note, head north to find a new 
fishing spot. 


Itmiut} thr patterv mmU' b fbr \intptvst ut thv mrrr 
UtiHvirr fiw trrmnfr^ niiliin ilw i n Hum Huim art* nnrlft thr 
Hfori f \pkjrr Jbt" mim irliifr //k* iv tivimf made Ottrr thr 

imtlen~ fn In Ontnian fnr thr ininmutlmti, and kn*p Ihr I rt fiifjii 
far amrudi. 


If you decide to go for the pottery or the ruins, head north to the 
tiny village of Koshka. Find the Weapons Merchant on the southeast 
side of town. This time, he's hawking the jars Fu Chuman wants. Say 
you'd like to purchase a few jars, and he gets right to work. Return 
later to collect your pottery. 








L. 

K-' 


M 



H 





If you instead decide to search through the ruins, talk to the man 
standing in the village's center. He tells you of the En Jhou Ruins, just 
east of the Shan River. Head south, following the villager's directions. 


^ou (^uins (TS) 



no 
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Spec ml: Air Rdld, Prutcct, 


SiicHfice 


//trffir/n ttn^ ^urprisintfU caw hi 


tlml t\itli, as-tmut m van 


htrii M-TfiktH'wcs. 1 i n Umc nttmk iniiiitiitalt^ it 


Uf\i\h IfrtS irnfftrrr ttfi in a shuftc Initt . !m rrr/Nirri Hwwh uioy 


nn/j Ihc pat rxplftilc (nusitty hirrifh daituitfr-fn wrumr m 


dw i itmUat 


AeilUy: 10 


HP: 5,200 


50 


f\p: 1500 


Zonny: HOO 


Spe< tdl: Udine Strike, f irebtds! 


/Tfft hf tlw ftVvf fiiB*' 


ijdi r bud fo /i/rr^apdirv 


ttnnorril 


Mpo idHc 0 ii‘ririd sLi ttimcntmhum dimt physkal dmuatp 


tcadimt nith f f fJiUh iiUdfppitih af ihmat}cpcT 


MfJiv hdbnt ap ii dir /^vi/ nuti *i4 bn In IrinMt llrr itiii I mi itHii\itn) Hit 


vttorls at the rnOfe pBrty Nipirnvl a \mgir et^vf Ir In take al 


tvuM In 0 iHrtJV 


Ki' t'Kpniftily HNn. ni dtr Siniplh \ firdda\t ilth \fn 


(ill! ubibii iiiN hdlitl up m -liiH pofflfe ol tiumattv In rtwt porly trimbiv 


Climb down the crumbling stair¬ 
case you find at the edge of the 
jungle to investigate this ruin. You 
eventually find another treasure 
hunter She says all the rare and 
valuable relics have already been 
four^d and taken from the site. 


^ew (Encounters 


HP: 2,500 
AP: TO 
Pouer: 128 
Defense: 70 

Special: Blind 


Agility: no 
Wisdom: I 
Etp: 880 
Zennv: 150 


Dnn/; s pliant HjpprtSB amt ^'am 
(urr take a tremetuhttH amtmtd * 
r)f prfrrisbnfrtfj. ilcprud 

an dirrti phi’sind damupc rathiT fUnn vprv rul olirblii's. 

Mfurinirr ffir Drt fnrPri/i/jeliT i/ini ii ilb a pair id Cythmc sptdf^ 
anv fntnt Un,idii and tmeirani \irta IpHim up n ith the dctastalhu} 
\trvntith vf f rai s 01 ;s/nt 


This chamber is dominated by long staircases. An enormous root 
blocks the staircase going up. Take the only route available and descend 
the winding stairs as they cut west and then south. Head through the 
hard-to-find doorway in the south wail at the staircase's base. 


A long and winding root, stretching from floor to ceiling, dominates 
this chamber. Hop to an L-shaped walkway to the south. From this 
raised walkway you can reach the massive root and climb atop it. 
Using the root as a makeshift staircase, climb into the chamber above. 


The true vastness of the En Jhou Ruins is now apparent. Stairs, walk¬ 
ways, and ledges run in almost every direction. Head north, climbing a 
small set of stairs and go through a doorway in the north wall. 


Leave the room where you 
found the cynical adventurer and 
head east. Here you find another 
chamber picked clean, just like 
the treasure hunter said. 
Investigate the east wall to find a 
section of masonry that looks as if 
it might collapse if given a firm 
blow. Have Ershin head butt this 
section of wall to reveal a hidden 
passage. 






IIP: 880 
AP: ino 
Pmvi-r: 140 
l>efcnsc': 70 


Agilitv: 120 
VVistlfim; 40 
Fxp: I 000 
Zennv: 200 


You reemerge in the room where you first entered the interior por¬ 
tion of the En Jhou Ruins. Use the root to climb to a walkway running 
along the east wail. Here you find a pair of doorways, one set into the 
north wall, the other into the south. For now, take the north door. 


SpecidI: rcinl, Chlorine, 

Knock Out, Muffle 

fUtpptdm lOfi 

bfn'fii if inti let (hvin iltituf - 

utuumL f/iNi /jnIciiI tfnntp tdfvit spiKiid ahilitu's 

hippi tvTs hide hchifid n nttirr /rorinme and drireihfr 

itw f/sr pffliiT/iiJand-fMrifsf lOfitH/mHirin \prth smh %tiant 
ur t\phoafi fa idimiimH* Iht t\ippctcr^ssit \httt and darnagr 
[Tin iH/tiT iimA 


I'fiu roii’/ ihtmfp* prr\pt%iit r\ n hil^ citptftrtm} fhc adenar 
ptH’titin id the t n Jhnn Kuitis 
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Folbw the passageway north until you find a chest containing three 
Wisdom Seeds. Then return to the chamber you just left. This time, 
take the door in the east wall. 


An odd arrangement of items hang from ropes from the ceiling. 
Leading with Ryu, have him cut the rope holding the southernmost chest. 
Counting from the right, cut the third rope, which also holds a chest. 

Then leave the room and descend the giant root to the chamber below. 






ium thr u^iuffd-firr iamtiittl, 
htHid hr dw Jitr* lorxwr jump 
points. Irtm Iftc ni-UiTfi/rir;»p 
pjrful lan dntp u fnr/s 

find rcfif/r n (/jf'il utidumimi tt 
po r 1 frfiif 11 ordd tij V ta 11 

j: 1 

j 

L_ 



\ 1 



From this new landing, move to 
the only jump point that allows 
you to descend the south side of 
the pyramid. Using adjacem jump 
points, corTtinue to hop down the 
pyramid's south side until you 
reach a large landing near the 
base, Hop southward to a large 
raised walkway. 


it (tti thr tiflwr Jnii ruprx pohm itimd ihr itmrnbrr or 
tU tiitl indii t Urtihir dutmitp’ to half td unir pariy 


lliHid nrsf ilmni o nrurhy stuinusr io rrmh u thrst ifuit lotihiins o 

pair ot XUiijk Shanh 



From this chamber, return to the 
L~shaped raised walkway, and 
return to the long winding staircas¬ 
es to the north. Climbing the stairs 
returns you to the chamber where 
you first entered. Using a pair of 
jump points on the main platform 
in the center of the room, hop 
eastward, passing through the only- 
available door. Collect the treas¬ 
ures spread across the floor, then 
head back into the main chamber. 

Descend the long staircases to 
the north, and return to the room 
with the L-shaped raised walkway. 
From the doorway, head east 
behind the giant root cutting 
through the center of the chamber. 
In the room's northeast is a hidden 
landii^g to which you can jump. 
From this landing, turn south along 
the wall, descending a staircase. 



A ladder is tucked beneath the raised walkways in the floor of this 
massive chamber. Climb down this ladder to reach an enormous cham¬ 
ber bristling with vines and staircases. Head west, down the larger of 
the two 5t£tircases. 


After a few steps you find a break in the wall that borders the stair¬ 
case. Use this gap in the wall to move south. A jump point on this 
landing allows you to descend to a slightly lower level. 


Once you have reached the raised walkway, move east into the dark¬ 
ness. An easy-to-miss doorway is set into the north wall among the 
shadows. Head north through the door to find a long passageway. 
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Here, at long last, is the treasure of the En Jhou Ruins. Move forward 
to collect the Earth Gem, Dragon Crysta!. Using it grants Ryu access to 
the new Mutant Dragon foim in combat. With the treasure in hand, 
return to the village of Koshka. 


r^j^hka (TS) 



Speak with the Weapons 
Merchant the moment you return 
to Koshka. By now, the jars 
should be ready, Accept the ask¬ 
ing price of 500 Zenny and return 
to Chiqua. 
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Agilit>: 120 
VViMfum: 8^0 
l\p: 850 
Zenny: 180 


IIP: 200 
AP: 70 
Power: 200 
Defense: 60 


SpeddI: Knock Onl, iVenken 


Huh Irps (in* fnmt Hu* ittfilv ttrui 
niMA oxi^aum/.ViJI 
f he*u* hhtiim^h qtthk ath tt 

Mthvs am aunpivtvh iUnkfi' (tU hut thr hu^t jiiaivd strikus 
\iiit HtiU fipw uilU a fmt tiiM \mh tiK iumtiixid Hu- 

(‘muimf r\pimimi sftmtld Uikuuut uil thr OxiO h}f\ Utmrt t% Hn(t 
Irps an* n*^hlattl in i funhmnlimx I lirir prruwr tmirn tlw t tmmr 
that i our muQst ul sprlh it ifi i tfiuUuw iuta a uiorr poh’ut torin 


(Jiiqua (Td) 


Give the jar to Fu Chaman, but 
Iteep the treasure for yourself. If 
you gtve him the treasure, you 
lose the Earth Gem Dragon 
Crystal and access to the Mutant 
Dragon* Whichever item you give 
h(m, Fu Chaman gives you direc¬ 
tions to the capital. 


fern r (hu/xxtr Hmit rvtitm uutl sp(*ak Ut In (huxrmrr nrixr xnum Hr 
ttffrn lo inutv vmtt bait InHiMin* (or a bolUr titu\ 


^ew ^ffcouitfers 

Swm? - Bolt Crp ^ 


Wer(rZ) 


Preferred Path 


Move Crate 


A, Start 

E. t adder to Lock Bottom 

B. Dirty niter - 3 

F* Armored Vest 

C Atomk Punch 

G* Exit 

D* Traveller 



Head south until you teach the 
river—actually a long series of tev^ 
ees and locks used to transpofl 
cargo south toward the capital, 
find a small walkway spanning 
the water and follow the river 
downstream once you have 
crossed here. 




ami itani ta hit \ail thoni irilft xi svrit's tif hm 'Uisi tirmip vffvti 


(tffjihntalhvi ^pvlK it virn ant* tamha iotuwiiY van If n tpr ant all 


Hoii \nhs an tin* strvom 


Cross the river again, this time to the north bank, via a jump point. 
From the north bank, have Cray push a nearby crate eastward* The 
crate slams into another crate, allowing your party to continue east¬ 
ward. Climb the pale stairs that lead to the top of a levee. Run the 
length of the levee until you encounter a large crate against the wall. 


Hop down from the crate to a walkway along the river Go down 
this walkway as it follows the river south and then east* Just as the 
river turns, find a pair of jump points, allowing you to cross the south 
bank. Once you are safely across the river, head east down a brick 
walkway to a new area. 


PMMAGAMEiCOM 


113 

























































r l tlu%( t ttiiliiimntt utw at llir ^ ^ 

nirt'upijniih^K fur I rshin s f 

kmkrt kunth tii‘\ tm thr hniUmt ■ .■ 

ttt thv UhL lit rvtnh ii, Itmr - . ■ 

Ihis art'ti hvuditui t'ltsi. ihni 
IfatJL Uri^f ^//n’Ifmf f/ii" 

\v\t ivmr> illirJi 

ifir ari'tL !lw jm*,itiou of ail Ihr ^ 

friilfv has luTti Qttnh thnnt a hiddt*t tm Ihr-^mlh 
m t’f atnl mt!k alort^ lUv htniom imlti ytnt nntfttuU'r Ihr i 
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the switch 
Climb the 


Come to the first of a series of mechanized locks. Use 
on the south bank to raise the lock into a new position 
rope ladder ascending the south¬ 
ern tower of the lock mechanism, 
then cross on the floodgate. On 
the other side, climb down and 
use a sister switch on the north 
shore to lower the floodgate 
back into place. 

Speak with the worker you 
encounter sitting beside the 
river. When ho asks about drag¬ 
ons, tell him that you've seen 
one before. When he asks you 
what they look like, reply that 
dragons all look different. When 
he asks you to get specific, say 
that dragons sometimes look like 
grass and rocks. The worker then 
tells you of an oddly shaped rock 
inside a nearby quarry. The quar¬ 
ry road is now revealed to you. 

Speak with him further to collect 
other useful tidbits. 


As you slowly walk east, notice crates floating in the water. Move Cray 
out onto the tiny brickwork outcroppings that extend to each crate, 
then push the crates down the river. Two crates need to be pushed— 
one before and one after the dockworker you've chatted with. 


When both crates, fiave been moved propeHy, they create a bottle¬ 
neck about halfway down the river. Move to the control switch for the 
smallest of the three locks., on the north bank of the river. If the gates 
to the east and west are closed, throw the switch and empty the lock. 
As the water drains from tlie lock, the crates lower. Once they touch 
bottom, use them to cross to the south bank. 

From the south bank, go to the easternmost floodgate. Climb the gate 
tower, then head east along the walkway to enter the river's final area. 


A crate in the middle of the 
walkway eventually stops your 
progress eastward Turn toward 
the river to find a jump point 
that allows you to cross to the 
north bank. Climb atop a small 
pile of crates to the east, then 
hop down to leave the river 
behind you. 


Quarry 


You come to s split in the road. Take 
the western path to reach the quarry 
of which the dockworker spoke. 

Here you encounter the Rock 
Dragon. Leading with Ryu, speak 
with the ancient entity. He grants 
Ryu hts power, allowing him to use 
the powerful Futguration ability 
Once you have spoken with the 
Rock Dragon, head east to the tiny 
mountain village of Pauk. 


^auk ^9) 
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C. VVedpOfi?! Shop 


B. Gramps Tent 
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Ik’hrv hatimf itu' It* ihv ihitdrai mtlsidv One 

of ihc wu for hrmptirf Ihv thuktiis Utmw Spvak mfh 

Htvui vttih /ii liV itntil ifiri rrtiYirr/ iii/h tirr Ofi/ tin*. 
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Pauk is a tiny border town nestled in the Ahinga Mountains that sells 
and horses to the Irnperial Army. Chat with anyone who will 
to you, trying to learn how to get to d'le capital. Eventually, you 
directed to the tent of Grarnps. 


CJ^umt forest (89) 


On your way to the Emperor's 
Tomb, you come across an eerie 
wood that seems strangely famil 
iar. Head south until you see a 
small collection of rocks leading 
up the side of the Kill. Go west 
through the rocks to find the 
charred wasteland. 


Continuing east, you find an enor 
mous chasm with the fragments of 
a shattered rope bridge still dan¬ 
gling from either side. Return to 
the Burnt Forest, this time explor¬ 
ing the south side of the wood. 


Once you have captured 
Gramps's prize chicken, return to 
Pauk. An oveqoyed Gramps telts 
you that the most direct route to 
the capital, Kwanso, is presently 
blocked due to some trouble in 
the capital itself. However, you 
can go to the Emperor's Tomb to 
the northwest, and from there 
take a road to Astana. 


Gnmps is a little less than talkative when you enter his tent to 
inquire about the capital. Apparently the old man has tost a prized 
[r chicken. After attempting to speak with the despondent fellow, exit 
the city to discover a newly revealed western road. 


ntv lot at ifitvivsltmi annnr for J v 

fittids ailuii: pimhasv \rmor tor R\u Lrar. umt Uniufa aod 

m/firt fhr rt si ot thv iutrt\ j>j ft rdhkm 


(^counters 


Ir^ addition to the Zaurus and Morphs that abound in this area, you 
also face some much shorter trouble. 


Ilf': 2 , 0 a 0 
AP: 60 
Power: T50 
llefciise: 100 


.Vgilily: %% 
VVi^dom: 40 
i\p: 1,100 
/cnm: T50 


Special: Ovum, Double Kloti, / 

\ldgic Belli 

t j Offu/f r duTrfb trill ^ , mi 

uhffrfi , Ihrir fmt mr uf if t\ aftvH hujhU sunvshfut. i/nfrufifiulh 
tramhraitiui war vtflirv tutubal rank mto tint rqrr/v tn hirni 
ttJrir (hrimrfr'm do puthvth deitmtifv attd hmr tui aitt*ss to niiv 
rfrm^. spnfK rir>kf/l^ liirfbrT. fiin folhm iip otUuk hv tfu* f qr; 

CitjJUf iOiiM's dtinstaliiuf (Uinuiip\ tilomsi ohias'^ rvMilltog in u 
(karat tvr\ tjno'^mw dvotlL 

^tifivn ihvm tip ivilh tkv Orath' \prfl Jhrtt fuUon up nith a sitiiiq 
of f rr/r s ( nisfifT or Srir/v sn onl tqff tfriuqv r/hi rn.s tilfrirk akvr 
Iuri fin, wi ijsr iurfifil opporiunih to annihiiotv thvnr 
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firfrirr tmqmfintf (kirj Uii, friffi r- ht %li/r id thv lo 

iind iuwthvr \htinti\v DvMVtul if ffi Jn/iuiT a ttwnf. H urn r/it/ not 
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Here you find a pair of trails—one 
heading west, the other continuing 
south. Take the western path for 
now, following it until you find a 
glowing green crystal. This is the 
Wind Gem Dragon Crystal. It lets 
Ryu assume the form of the 
Myrmidon Dragon in combat. Return 
to the southern path and follow it to 
discover a hidden road to a little- 
known fishing spot to the south. 


Metd.Strike 

VViiul Slrikiv R ung, \dh I*'ting, Spiritltl^st 


<^ver Qpot 5 (80) 

This quiet meandering river is an 
excellent source of Trout and 
RainbowTrout. Head to the water¬ 
fall and perch on a large rock. Cast 
to the far side of the bank and 
draw the lure as close to the rocks 
as you can without catching your 
line Techniques 1 and 4 are best 
for catching the elusive 
RainbowTrout. Once you've caught 
your limit, return to the west road. 




L 


ifiticil this IrrosNfr w ith fim frr ifjrfjVr vi/jj niff fmd . l/fjfimvrn. 


IIP: 32,000 
AP: limi\ 
Power: 105 
Hefense: 100 


Agility: 90 
Wisdom: 40 
r\p: 50,000 
2enny: 0 



Specmh Fro^l Breath, Sleep, 

Slone Pilbr, Sancludr>, Bli//tirJ 

M on fiu is 0 tmh-fvnnttrur 
tippwu'oi onr oi t!w diilt 
tuU Uitwi^xri UnlaxT'Xrm f*vpfrjff Mdn £Iu \ lufniTn/HffrrTrj fin\ 
ynti'tl tnsr this hatth\ 

Hvqin In trunslumhnq Rvo into fir% i\ VM*rji Dratfun Innu Vuri 
lUr IhinjrU altmk nnfr maiUihtr h* tfw tnmr fU>n-rrUtt tV'nr 
(nrni. I hr Mnn/rfi nflfi/A inflith thtmnqv tm this quimihtn 

Use Ursula's tirvhtnsl uud Xina s hpitutm nhilih tn tmitr thv dn - 
ushitinq hiqathirr tiimtut^ithuk Qu nilh thii 

iff (omtfns, 0^ irrff ri^ rf E^/rh uffink. to drnp f/rr 

{fliardian aflrr /hr or mm tarns of htlrnsr lomhui 


hru nSETtif Copid's Utf nhrn tlnn (Ju w iMtatrd fhr 
thfmntrr usinq this hivts Sft t//* ot dnffmqr ptf turn in tomhut ami 
to UFprr stop i% fntr rxphnnf/. 


t.rtii r tht Inmh arm andiump ultrr xonr bullir niih liwn Uu. You 
fnpbaldy used a trenicruhna numher o( 4F* f/rr qnardiaii 




and you tl mrd alt of xnnr strruqth tt iihin tia I mpi wr s imffh 


cpmtB (81) 

The party arrives to find more scorched ground. It looks like nnore than 
a simple forest fire. Head southeast. Expect to meet with the occasion¬ 
al Zaurus and Morph as you follow the winding trails eastward. 
Eventually, the party comes to a series of columns and other ruins. 

Flop atop the pillars to cross a small canyon, then climb down the side 
of a fallen column to reach the grotto floor Continue east to reach the 
base of the Emperor's Tomb,. 




Climb the staircase that ascends this giant pyramid. At the top, a 
strange statue stands guard over an opening. Move close to this guardian 
the sleeping giant. Won-Qu, as it introduces itself, has been 
w protect the Emperor's Tomb from any intruder-even fellow Endless. 
Make sure your party Is at full health before engaging Won-Qu. 
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f hr Dmthlntt ii\ rs up hi lis “ ^ 

fiu«ir H cnrh nith 

Ormtr and dimt ph\i»nid avsaiifr fn in vUmmtdr Dvtdiduit% 
imh -diw U9 Fwtn l j/i-l Jjtrrrirr tif kid ns Ihr turns drmf h\ 
Omr ytni hntx' dtv Ibririftn lympim far tirsuh, nsr it U* arval 
riftH t ti^mnsl dir DraiUhnis, 


Ginmlums tirr iiifflttdh^mdd \ 

ifjff hfptt lo /film —- ^ 

Idtir tmudi vxuskrIrUm pndnts thrm from nimt dimt pU}\iiut 
damnt}t\ hn! thtyrrpnrtifidad} nthuTahlr la nuhT ham!niimk^. 
tlammcT them iiffh /riff nr Htiizmd tii itifln f frt'frir7n/FHj^ dtuntnp^ 
Dmddr dlmv and iriptr Hlun mn hr ahsahtrli dmdh 
iitmrdiam aimost iifitun firr firvJ w yfr^^^r shot, ihrn a tlnuhir, and 
flnaih a tripie Uminatr (hrm rwrfi. 


X Start 
B. Vilaminj^ 

C f lectriricr 
[>. Oragon State 


F. 5,umi Zeniiy 
F. Napalm - 2 
C. txU 


ih 'rsi*rk r\ arr t t rtu nhi atrd ' ||||| ^ 

Trav «mf Sd/fv /F»r 

this pnrposr dynn dn usr muqit. itnttrnirulv an drr-iHisvd odtnksi^ 


V&fVhOM I 
Morvh6«4 I 
liorphfiM 1 


Agility: 60 
Wisdom: 20 
lAp: lono 
Zenny: 500 


UV: 2,000 
AP: «0 
Poiier: 160 
DeFense; 85 


lirii/ih tnn i tMent Chapani 10^^^ 

rfH fill ritft* i- - " 

unt’if^. irfiiij nm cniaunUr this mvthanizett brast vitUvr run, ar 
put nrrv mrmbrr at niwr part\ m (iijiriri nwdv hm irf// Ijf* mi fcrd 
a turn iff tmi at dn usUdiiuf uUatks. ifidiidiin/ tntrrnn and thv 
liiiaiiUv rth*ihir Gjr/tf^6irr 

Hiini*tr*r, if vtiii trmain in Ciiirrnl miii/i: iifif/ i/irri l fiOiiik aftrr a 
turn nr fjui thr i httfuim drafts its i/r/riisitr sirr’i'iH fwmiarii^fiffL 
ilia iciri fiii'fr takr \t apart ui yaur tam miviikt. 


Special (Tire, RedI: Bum, ffamL' riltar 
Special (Wind, Oreen): Tddv, Cvcionc 
Special [Water, flluei; FrusI, Icicle 
Special [Earth. Blackj: Rock Blaiit, Plateau 


\ Inrpkittnts arr (rn kx ihrir nUai k s and i iilirrnihdilirv i humjr 
frani turn ta Inru. .1 \torp/it,iio wn takr tmr nl kmr tarms Ihmd 
(imhasi^d hmti <pt*rn nind hu\nt tdur ntitrr tmsi^t. or hintk 
iwth lHtS4*d fonu. 

Mmphiiuns i7jfim/r hnj nipitth Ifir row la iakr any tvtd udi an 
Unp- nf thrir iuhrrahililirs ihrrpimrr thnu niVli yr^wr iiiiivf pnli-iit 
ttmdw uIUhK supparUd To rfi>i‘i f phisitid ussaidt. 



- L' 

IIP: 2,500 

Agility: 80 

/ AP:50 

Wisdom; TO 

Power: 165 

F\p: 1,600 

1 Defense: 100 

Zenoy: 450 

( SptH iai: 1 )oubl e B Ion, I 

i Triple Rlocv 

__ J 


IIP: 1,500 

Agility: I 

AP: 100 

Wisdom: 50 

Power; 160 

Fsp: 1,000 

Defense: 90 

Zenny: 200 

Special: JolL 


HP: 5,000 

Agility: 100 

AF:500 

Wisdom: 45 

Power: 160 

Exp: 1800 

Defense: 100 

Zenny: 550 

Special: Protect, Might, 

Barrier. SpirilBlasI 



HP: 10,000 

Agility: OKI 

AP: 50 

Wisdom: 50 

Power: 250 

Exp: 4,000 

Defense: 10 

Zenny; 5,000 

SpcH:ial: Inlerno, 

Cigaltare 
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At the lowest level of the Tomb, 
find a doorway on the north wall. 
Although there are walkways and 
doors above you, you can't access 
them yet. Progress northward until 
you come to a raised stone table 
in the middle of a long hall. Hit X 
to press down on the tablet, 
which opens a door directly in 
front of the party. Head through 
that door to face your next puzzle. 


Inside is an elaborate set of blocks and switches, all surrounding a 
raised pillar in the center. Standing in front of a switch causes the floor 
to light up. Push a cube forward by pressing • and push it back by 
pressing X. Align three blocks of the same color to create a path. 
There are switches on the south, east, and west sides of the grid. 


On the east and west sides of the raised pillar in the center of the 
grid are small rectangular columns that you can walk out onto. Align a 
row of like-colored blocks—either all blue or all red—between one of 
these columns and the central pillar. Once a row of columns has been 
aligned, it locks and rises, allowing you access to the central pillar. 
Collea the Bead that sits atop the pillar before going south. 


Ifir/n //ir ri imiinmq ihtee h{tHk \ im a north south u%i\ hvtivei'n Ihc 
ii'nitui pithir mitl n (rdi/r uri iijr imU to truth u 

itmtuinmif lui I h^ttrifhr. u pumThtt n riifmri hr UrsuUi 


Return to the lowest portion of the Emperor's Tomb by heading south 
through the hallway. When you enter this enormous chamber, the Bead 
you just collected crumbles, causing one of the blocks on the chamber 
floor to transform into a makeshift staircase. Now that you can access 
the lower level of the chamber floor, climb the ladder on the south wall, 
following the pathways and ladders until you reach a doorway. 


T ' > 


This doorway leads to a long and claustrophobic hallway, complete 
with dead-ends and large, rounded intersections. Head northward, 
passing through one rounded chamber until the hall splits east and 
west. Take the western path to discover another rounded room. A 
stone column lowers into the floor as you enter. Continue west 
through a virtually invis(ble doorway. 



7M 

in thr sfHdht’u^t uaU h a door- 
jtuv irfjrr^rsl 1 mripfrirh ttiddru 
in //n* sfindmtv /filfnii the huil 
nm IwMmd Ihh iUutr to rrmh 
a ihf'st with ft\ r l.haqun^idi^ 
bin mttV' nerd In rrmr 

prrspei tiie he fore you (un rirri 
see this doornm 
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At the bottom of a long ladder, 
discover an under chamber with 
the warning: Beware of the red 
eye. Move along a ledge to Ihe 
south to reach a large steel-gray 
cube. Stand upon this cube arrd 
move the directiortal buttons. The 
cube rolls in the indicated direc¬ 
tion. Or> the bottom of the cube is 
a large, arTgry-looking red eye. 

Don t move the cube so that the 
red ©ye rolls to the top or your 
character will have TO percent of 
his or her HP pe/munent/y 
removed! 

Roll the block north two spaces. 
then east one space. Now roll it 
south once, then east. The red eye 
should now be on the block's 
side. This allows you to move to 
the raised pillar near the center of 
the cfiamber and collect the Bead 


Head back to the main chamber where you first entered this level of 
the Tomb. As you enter the chamber, the Bead you collected crumbles 
as a large block slides into the floor. A new path winding along the 
walls is revealed. Follow it to a doorway high atop the chamber wall. 




V 


. 


'# 




Pass through the glowing green halls you find beyond the high door. 
Head east to discover a room filled with giant stone blocks and float¬ 
ing cubes. Climb on top of the nearest cube and rise with it as it 
climbs to the top of the pile of stone blocks. Descend a set of stairs to 
the west to reach an area of this chamber that was previously inacces¬ 
sible, Ride the second rising block to a high landing, then exit this 
chamber via a passage to the north. 


Ilrffirn ifrr pioomtj timru hidK u tim ludv torridoi tuts to Ihr 
tmrtimrsf ltdho it to t'mi u iinuuih iniisdtk' drmrnm vl itdo tin* 
north nail Hmmd this dfifrnvm rs a ffitimbcr iifffr o ihr\t tontam 
mq it diHthir thfsr ai Xuptdtv. 
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As you enter this final chamber, 
a senes of blocks mystically shifts 
to form a walkway to the north. 
Cross this makeshift bridge to 
reach a broad landing. On this 
landing fmcl a message written in 
stone; 'Ye who wouldst walk the 
pith, seek ye first the key.* As 
3Won as you finish reading this 
[message, a pair of massive dice 
Wf from the ceiling. 


Special; Rcjuveniite, lleiil, Special: Rejuvcnale, Ileal, 

Poivder, Punch, Kevolulion, I’owder, Punch, Reiolulion, 

Stdi^is, I irebldsl, Inferno, Slasis, I ireblast, Inferno, 

Kick, Dedih ^ Kick, flealh 

>tiur /lofllr it fJh fhr i 

iffid if t\ mUhisi^ ins tt «i ar f 

ir/n/lnfrim )ii[i lifrr o i iiTfrh tif 

r\frr rnrh I'ffciEtir 

itlltti K fiiMvf itf iifhr/r nffnl^umr ^ ^ ^ 

rnfirr/rfjfiv Urrcfl of ffu.'jj^ ^ 
sp4*ni tunfiiiq uml Todorniq M 

i fuirtit frr\ in tUr. ^ ^ 

Onv itl ihr-firsi spmrnl abilities 

^piHVd -— 

hit fimvnh om ihtmiitr fmm tnituf t aiituks fnrffrrftvxi 
fimr lanu. nmiJiaiiB’ r r*r> Hfst rimnd \ mt may gft fhr 
fii fjr/fm- >/ci5» kkkx in 

[mtilirr patiUHtarlr tkTUsitiimq ttlitu k is Hr mhi tintt This hizam 
tyih* btttlxMiw if^mr i fiurnrfrrs dtunaqr^uintfUn and nr- 
ittidh kifk tin* fbtrti tiHtiinif him or Ut*t ird/r onfr one HE 
Hrndiiiinn is almusl ohvnts hdUnmi bv affliHt tithuk hv ttm 
afftrr tutw. itu* rt'MtU h idint o dmd i/jormlir nr Jiw. ketyi /j/t'nh 
of hnnJt: or hoi t' \ ifm nr Siiti.s kiii\r Dead 

imh bhnk has it\ oii rr NiffHToiofjfo*s i nhv i rv vhimdh iinprni- 
rofs ramtni niUuk fvrn trilh tttvhr nriiptm\ it i\_A'\ln'nwh ferm/ 
fo hd Htmvitr. i is rtn sasaqnitdr fo aiiitjitiit nttuikv Xail if nilb 
wurmthl fHtttv'rfr/l sprity itHhidint/ firehfnvf. h Hniifr. 

i tdir if irmntm^f tdi Iml your mmf pahwit inm/jcn, 

/1 rfi idf/adari' imisrs iifd\ madmitr in Hf/td indrad. 

rrbrrritc^di bamnur Cuhr If n ifh dim t pinxieiil aliatk tmm-frnr. 
Omkmt /j) ('AplMJlbof jfu* I nfrrefolhfrfies af tnth 

sfimdd ftp 1 iUmi(nn ii ilhin 7 bf fdit/mbat litmx 


IIP; 

AP: l,0»n 
Pouer: 200 
Defense: 85 


Afiilify: 999 
Wisdom: 50 
f \p: 25,000 
/enny: 0 


HP: 10,000 
AP: 1,000 
Power: 220 
Defense; 90 


Agilily; J 
Wisdom: 10 
I xp: 25,000 
Zenny: 0 


Once you have defeated the two cubes, a recently defeated adver¬ 


sary appears before you—Won Qu 
Emperor God Fou-Lu. Recognizing 



, guardian of the Tomb of the 
that you are indeed the one his 
master has been searching for, 
Won-Qu gives you a special gem 
that allows you to progress 
through the tomb. Return to the 
main chamber one last time. As 
you walk inside, the gem crum¬ 
bles silently, and a doorway high 
atop the chamber opens. Head to 
the elevator block in the center of 
the room to reach this newly 
revealed doorway, 


V 


^ukto (82) 


You arise between a pair of ancient 
obelisks. The path to Astana lies to 
the west. However, treasures both 
bizarre and wonderful await you to 
the east. Head behind the obelisks 
to find a jump point to a nearby 
cliff face. Hop over, making your 
way north to a hard-to-see pas¬ 
sage into the cliff face, tfs 
shrouded in shadow much darker 
than the surrounding cliff ledge. 



U>(ew Encounters 


Although you have met Cyclops before with Emperor Fou-Lu, this h 
the first time that Ryu, Nina, and the rest of the party have ever 
faced these beasts. 




IIP; in,(KI0 

Agilily: 75 

Al*. Illtl 

VVi^dotn: S 

PoMor: 230 

Exp: 3,5m) 

Dofonsi?: HI) 

Zennv: 20(1 

R Special: Rixky Bloiv, lUil/, 

1 Spirit Kielst 





LiTfrt/n (tin hr an tibstdtifv 
itu[htttmrr in tamboi fHTJi 

iOOIfif iil\ tfirr tan aith^nd a trrnu'adaitsMiufiuut ai pnFrrvli 
mvni. hirtiwr. Uu*} ftuir nn pnrtfrnhir i find am dish 

mtl drttishiiinq inpirTia Ynur pmtt, Thm* h mtdfuk Uult^^ihui 
Ifirm -mil InifUr luffi a i ytiufis ri ^rrrrl nor yf atifitum 
iht ntomfh ditimiitt' in » Cvrlt^rx. and (tub xhtiUmx 

rrflftniif/ flir ninijurj( (tf dttmatfi* d Lffft ifiilii/ fhv dtnnpx* 

f/ri/> is idt'td tar latittlrntfiarky (lUmvintf Itw i ytiaps hi unit vmir 
parf) as mnuvus four limtH prrwmhat tarn, f tnh bhm-ian tittitt 
up hi HOO poinH ttTdttwmpif Haittit* vnar ptnii tiffrm wu/ 

dtifnutpd (htnativrs ta fpvl nf»f rvtjnHtp. _ 1 


Enter a tightly winding cavern that goes east. Although the passage 
ends abruptly, with no apparent reward, there is a small crack in the 
cavern's south wall. Have Ershin 
give it a head butt to reveal a 
secret doorway hidden in the rub¬ 
ble. Gtmb down the stairs you 
find on the other side and head 
east to another doorway. 

This secret area is a gold mine 
of treasures and items. Collect 
Swallow Eyes, Wisdom Seeds, and 
Dynamite as you work back 
through the caverns. Climb a 
series of outcroppings to a ledge 
within the cavern, then go west. 

You finally come to the Crypt of 
Fou-Lu. At the base of an ob#Jisk 
marking the place of his summon¬ 
ing ts a chest containing a Dragon 
Seed. Make your way back 
through these secret caverns and 
down the road to Astana. 
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Agility: 120 
Wisdom: 30 
Exp: 000 
^ennv: 230 


Attacks; Cyclone, Ice Blast, 
Typhoon, KNz/:ard, Silence 


f/oirmgt* h* dre rfifrrr porO ■ 

/ffCic* hm-fi#nrrm thtir tiUatk nilh ^tUrna^ht prcirnt yi*ur 
fujfiv imm llwir Iwst ^pvth f hiUmr this wilii vithvr 

{yfiUmtn tir lyt hnv tn nrttkvn x mitHrntin^ tiHittmi raiikx. 

itntiWtufvs art' (yputiUy vtji mmtrrvJ m o ntnnj tfwiip id otlnr 
iitrtt iinti \iit units. Iknnim^r thrm otl iiith pnhni urtii {'tkrt spcih 
Mith tts l ktHk Hhtsl or lirMasi 


Joke thh snh* ptis^^Hift: 
fwm thr huthitls to frmh Ihv 
imi n( thv hrimil Hummt. 
Hum an hm h^nnu'd quHv a 
S^ii hhks fnnn Ins dins in 
thr Impvnal Imn h tomi m 
VfJO ir wropd Udfhijr hum 
nil olUvt mmU'rs in tiw sfmuti 
Hunytin n itl import ti purlioif 
nf his Uf mti 
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(^yanso (85) 


The gates to Kwanso are closed. 
Every hour, more refugees from 
the outlying area flood into the 
city. Rumors abound of the 
destruction of the capital city by 
some horrific monster. The gate 
guards are under orders to allow 
no more citizens to enter. Instead, 
head to the hills south of Kwanso, 
where the flood of refugees origi¬ 
nates. 


^ootMls (84) 


The route to the capital city is a 
long, meandering road. This rela¬ 
tively straightforward area is fla¬ 
vored with frequent attacks by 
NutTroops, Bolt Trps and the new 
BoltMage. Wind your way down 
the foothills, collecting the Taser 
and Barrier Ring tucked into the 
surrounding terrain. 


(r(ew (Encounters 


Ocean ^ot 3 (85) 

On your way down the south road from the foothills, explore any 
encounter indicators you find. About halfway between the foothills and 
the highway is a small patch of desert with a sign giving directions to a 
local fishing spot—compliments of your old friend, Gyosil. 


Cut to the west to find this seaside fishing spot. The waters are 
brimming with Flying Fish near the surface, and Sea Bass and Bonito 
near the bottom. Cast off a rocky outcropping to the east, using your 
best deep-diving lures. The Bonito replenishes all HR 

([Ji^way (86) 

With the capital all but lost, the Imperial Army hiis established a 
massive set of fortifications on the road heading south. Pass through 
the rows of log barricades and battfe-hardened soldiers to reach the 

southernmost point of the fortifi¬ 
cations. Leading with Captain 
Ursula, talk with the Imperial 
Commander. 

Captain Ursula is told that her 
commanding officer, Gerieral 
Rhun, has fallen back to the city 
of Astana, With the party in tow, 
send Ursula north, away from the 
fortifications and toward the city 
of Astana. 


^stana (26) 


Refugees have flooded this city as 
well, setting the entire settlement 
on edge. Head to the command 
post at the southeastern side of 
the city. Leading with Ursula, 
speak with the guards—they 
immediately let you pass. 

Descend into a small chamber 
with a door on the north wall and 
a second staircase go»ng deeper 
into the complex. 
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1!-CHAPTEI\ l|):5TREAMlS 



Descend the second st.3iircase leading down. Follow 
the passage, eventually going up the hills overlooking 
Asuna. Here sils Headquarters 
for the imperial Army. Upon 
inrering the building, you imme¬ 
diately recognise tt. The party 
originally carrve here in search of 
Elena. You have only seconds to 
porvder the situation before you 
are ambushed by a horrific col 
lection of undead mo rasters. 


^Pifw (Encounters 

Moments, after entering the Impertal Army Headquarters, the party is 
ambushed by a large group of Zombies, Cadavers, ZombieDr. and the 
never-before-seen War I ok. 



Gncmi »-Ski4oli 


nr: 3,10(1 
AP: 100 
PmvtT: 100 
Defense: 90 


A|>ilil>; 110 
VVisdom: 130 
Clip; 2,a00 
/enny: 650 


Special: l>tirk Breath, li)etilh 




llii> tHilltf is luluiiltv ifitilf Mill- 

\riltwr Ifrr Ihir/itk itar iiny ^ 

Ilf iiHitmriV ure^rnrufcirfi - 

trsihUnit Ui nt«r|/r l6iirr«KT Ifrrm from Iftj* trn tint nif/i mtit mmt 
fmnLTfr// uirnfm itiqafhtttr^ Of/r^, f fifi tvf*iikf.-ns flir* 

rtn ijfv /mrft: Dmiffp dttrti oh Qrucir uOatk m/oinvf l/m 
Itmfrrk Ihir 6f f)rfir/n'i nvlrn dttmmfr |tirf vfimifi/ tnffnf 

a mumimm ol JJIiHf fmfiih (d danutiiv jtrr Uini. 

Iht* Mtfrlok #/rid fjj\ Ifwidio vpiv/d all al iiwiFHW't^v Ih'ijiinij 
thmwtftr uml rttr^ ijWijiAv OrfrOinw Ut Ihr lit r 

mq dead tmlil rvir ft /ia\ rvliiriwd la Ihr qra^ 


Continue to explore the 
Headquarters building. Go to the 
throne that sits on a dais on the 
northwest side of the room. From 
here cut to tlie north, heading 
down the long hallways. 


Viaar Ifir s6ifrt fiwfim/ t#ft In fftr /fruJipitairrs. unfk afap a miwU 
mnll lo a Uiddrr on tlw \idr of ilw batldtnq. t^> (he tap at the 
flritdiiumtm a 4 fir%l (Tjufiiinffi*? SiirTlfun f iim. 


II uitf imfr, tuu tmi (rrufFr/iiifJ^ at A^ltwn Kuvi: 

tn hruditiq u* thv mu/fi iiJr nRhe fhruitc f/miaer. Hoihina i\ dlJ 
terrni fnm the last fiiar v(«i t uih * htrr 


You find injured guards sprawled out across the floor of the hallways, 
mumbling incoherently about monsters. Head north until you reach a 
conscio'us soldter. He tells you that wave after wave of vile creatures 
have been overrunning Imperial Headquarters. General Rhun has taken 
a large contingent of men and gone to look for the source of this 
infestation, Use the lift behind the soldier to reach the under halls that 
the General charged into. 



^Z^tderkoBs 


The underhalls of Astana Base are a bizarre collection of walkways and 
vats filled with rotting meat. Go south along the wooden plank, walk¬ 
ing along the stone walls that separate one vat from another. Cut east¬ 
ward along the outer perimeter of the storage facility, eventually 
descending a set of stairs to an empty vat. 

Speak with the soldier standing nearby before heading west along 
the floor of the chamber. Cut north through an open sluice gate and 
continue until you find a staircase once again granting access lo the 
upper walls. Head across a wooden plank to the south, and turn west¬ 
ward at a four-way intersection, Activate the sluice gate by pulling the 
switch you find there. Now climb over the closed gate and head south, 
following the perimeter wall. Cross the wooden plank laid against the 
wall to reach a new and disturbing area of the underhalls. 



A 6riid 6i ^tr rrifilutiH u 

potent finii afviporf Un 
I ■ f6n Cdia^thuster. [his 
UTupon dors extra daaiaqe to 
tJennms, it Ukh HffJ soon 

hue ioasiaathr 


This section of Astana Base looks as if it was grown. Thick rib-like 
walkways are covered in a sinewy mesh. Make your way through this 
organic mess by heading south along a rtb, Climb up the sinewy fibers 
and then cut north until you reach a pulsating red mass. Leading with 
Ryu, try to cut through the crimson vein. 

As Ryu hacks at the ghastly mass, an ethereal apparition of Elena, 
Nina's sister, appears deeper within the massive pulsing abomination. 
She tells the party that to cut through the red vrein, you must use the 
mystic Dragonslayer blade. Lord Yuna, the man responsible for the 
present state of Astana Base, is said to have the dagger You must find 
him and retrieve it. After listening to Elena's message, make your way 
back out of the underhalls, leaving Astana behind. 
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Agility; 35 
Wisdom: 40 
t\p: iHOtl 
/ennv: 280 


IIP: 3,500 
\P: 600 
Pouer; 162 
Defense: 120 


Speyml: Kock Oliist, Focus, 
Wild Srting 


iftn hv dHvtticii rmilv. 
it inn n diun/ In spi-nJ tlw 

IP 76irk armor itiok'S pivt iatt nitnl diref/ fdnsitol dumaqv from 
itih'ttftuf Itmm. Ihtiiunvr thou tyilh fuifrnt mmf fomboh ar 
rtioiivtf fiiltuks 

Sptoid itw \P to vtimimtv them in thr ikyt or ysnriJ mufitt ih 
tir\t wmbat nmmf u ti\yy fotm to n/u/mt/r Jh ulfUfA .U I/h 

nui of ilw Mxomi turn, it oUuiks. . 1 siiig/f* tt dd Siuiif/ tnn AD cj 
t harm ter at hiU ltt\ 


iiOlit ilh^ tiiv otiik\ s/f/iper^ 

dilfiiuh to hit. htstemi, eiiiiii - ~ 

note iiivm nith fumertnl nmit busetf tfntthhiafmTi attmkx. foUtm 
If/; iif/ii tintilher iitmho ibr foibniuHf itfiii. flnn J ivu^fe \mtr (tme 
tvifli phvsh at atim ks , 
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L the Hnn/fmi Shop in K6irni si'Uv thj‘ fhmnisittsStytf nmf fhwmstns 
\6fi7, h hmd\ ttUtm apitp mur rnfirr /;iirh 


.1 t ruMfdn nimfiijiil hm M't itp \hop on the north s/c/r nf/iinii, ffe 
tan truth* your fhh tor iiJ/m- fnjit exivptnmat equipmotti. 


r^^nso (83) 

The gales of Kwando are still closed to civilians. Leading with Captain 
Ursula, ask the guards protecting the city gate about Lord Yuna. The 
startled guards tell you of Yuna's presence in Kwando and immediate¬ 
ly allow you to pass. 


Upon entering the village, 

Ursula begins a conversation with 
Lord Yuna, The man is a self'pro¬ 
claimed scholar and pacifist, and 
he puts up no fight when the 
party demands the Dragon slayer. 
Collect the blade, then hurry back 
to Astana. 


^stana (26) 


Head to the command post at the rear of the city. Then use the halls 
and staircases there to return to the Headquarters building. The pre¬ 
sentiment of evil is much stronger now. The creatures you run into are 
also significantly more powerful. 

<3y>w (EWcounfers 


IIP; 1,600 
AH: 20 
Power: 175 
Defense: 140 


Agility: 20 
Wisdom: 60 
Exp: EfOO 
Zennv: 130 


Special: Timed Blow; 
Watch Enemy 




Shnph noil iiOtHirtx nith o j 

Smifiiiff <rr idiwT u nrd hnwif - . ^ 

itioiho olUuk. timeLi\hoi or Itnoto tinish ott ot¥y^rmfqU'r\ tulh fj 
rtnmed tfltmk Do f/inrAft, o% #rffj iridfif Irrrdtfe dum^f 

trdh their Hniiff /ffnn. 


IIP: ElOO 

Agilily; 1011 

AP: 28 

Wisdom: 40 

Power: 185 

Exp: 400 

Defense: 40 

/enny: 1,200 

Special: Chlorine, Snap 


. ^ if 

* i*' 


Power: I Of! 
Defense: BO 


VTisuom: lO 
J xp: 2,21MI 
/enny; 350 




1% 


SpetUil: Death, Revors^il, 

^yciom>^Gidiiu^o«th_ Sllaia5i|iSiis^p4tt 

Sottt ^ rirr vn/fjjTffrmfli 

ffrnn* dmidl) tlmn theimimson — --r ^ 

n'hflnes PnihHted hi Jiini motor Sotn l(m*yoir erfiTfnrh rry^Oifif 
hf ihret t pin snut o.woidt. Itthoonh vtm t oo t hurt them dm-ttlw 
Ihev ton sffre hfffl itiri ffrrj too intUti niorr itum jj}0 points ot 
thtmoife in a simih? sttikt.\ wtd tlwv htnv n shptthutnt ttiomt* of 
loiniUrothnk. 

tlanetvr, infU kntiJnjt^nirr frrjnefidum nr'oknr^Wr-Drui/f 
lv|;affffi tt Untfte sttike lelTfl l/ffx fmfrnt othnk ifr^frois a SidtC hm 


Battle your way back to the vat chamber. The situation here has 
also become much more deadly. Where before you faced Krabbles 
and Toxic Flies, you now battle SaltClaws and Gold Flies. Combating 
evil at almost every step, make your way to the far end of the vats, 
and return to the organ chamber. 

Equip Ryu with the Dragonslayer and slice through the spongy red 
vein that blocks your path. Climb from rib to rib, organ to organ, 
until you reach a pale white column that looks vaguely like a spine. 
Use this column to climb out of the organ chamber and into a new 
room high above. Progress from this room to a staircase on the far 
side of the chamber. 

Your party's long search for Elena is nearly at an end. Climb the stairs 
to learn her gruesome fate. After Cray has completed his dire task, use 
the porch of the building to walk to the rear of the structure. Here you 
find a new dress for Nina. The dress is a significant source of protec¬ 
tion. Leave Astana behind forever, and head south for the final leg of 
your journey. 
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HP: 5, >00 Aftilily: 

VP: 100 W iiOnm; 50 

Pmver: 220 Up: 1,400 

Ocfeme: 100 /unny: 500 

Special: Giant Gronlh, Palliate 


hinr/rUif/lei/in ej fT^ rfinr/mf 

im/lr. luwhlr itt hw* aio tfl l/ieir " 

^prutft abilities, Ihn mmiin 

this miy until ia/nrrnw* fne> a JuifcT allofA f/f/ainsl Ibviu. 
Ihi\ aiitiik pmivrs u tumpkin up, imreushuf its m trail hit ptfhtts 
ufui ahouinp it arffw to IWhatv. u most potcut ahililw. Sa. hv ffvt 
vlanvntal oitafks, arid dhh mtt a tmnvfuhms hvtpind u( Sw ml 
Cuthfvl. and Mortar. 


Chapter iV:That Which Pajjej 


^ Afifif the tragic lo^ of Elena, tht- 
[ jPany Heads slowly southward. 
Walk toward the cap^l until you 
teach Imperial Army fortifica¬ 
tions along t!w highway. This time 
the barricades are virtually empty. 
All but two guards have gone 
w'th Genertl Rhun to rotg^ke Lhe 
capital Follow Rhun's exampltr 
and head west to Chedo. 


Mission Tip 

it t'Nrr fjNi rjji alrrnd) dour va frurjv/rr (omentraiv tu \itm, Stw 
nrvfh to ffs<» hiiih imnvtdniU' and (truth* to defvai tlir potvsd 
demon nitmsUrs mthin the ptdaiv tf van lun vn t iairnvd 
iomrnfnde rrtarn to Ibr thsUiid lilv td i Itek nnd /imr ihc-lhhi'ss 
/ntrfr it to ytm. tt i did la tatrr suit ess! 


i iptitk trip to ^orow oeh i/Jir a trw fcivordv imhnhncf an 
upipadv of uri/f untl o Hinp oH lay hidden in the trnod\ 

tiettr the \ HUititi 


C^edo ^2) 


The capital of Chedo is in shambles, with only a lew refugees. Imperial 
guards, and foolhardy mefchants remaining outside the city gates, 

Purdtase u^pons and equipment 
at the local shops before going in. 
The Weapon Shop is espedally 
well stocked. As funds allow, pur¬ 
chase a Barbarossa for Ryu, a 
Cudgel for Cray, a Mortar for 
Ursula, and Mist Armor for anyone 
who can wear it. These Items are 
extrerne/y expensive, so sell old 
equipment and trade as best you 
can to afford these upgrades. 


'asses 


When you've ftnished with your shopping and talked with everyone in 
the courtyand, head west through the main gates of the city. The intenor 
of Chedo is littered with rubble, virtually preventing you from progress¬ 
ing. Luckily, there is still a route to the south, through the battered shell 
of a building. Go through that building and ascend the stairs beyond it. 


Walking along the flat roofs, head east, hopping across any gaps. 
Along the city wall stands a battered and braised Imperial trooper. 
Walk along the city wall, cutting to the north, then down a staircase 
beyond. Continue to the west, walking beneath a cnimbling walkway 
until you come to the base of a staircase. Climb up the stairs and enter 
the targe, multistory building before you 





Special: Jump, Ram 


nni^r nrt’ rr ett morr dan- 
Qtroin iban thetr /aunn 


..I - - — - - 

i ulmndnUty. Um e an enornuna nundur of hd pmut\ mu! pmk u 
pumb Ifid. fhrt u/jffUAt ulii(/>s LtnaWrattatk mjv diretl 
phxsittd aswnit 

to dtdetd (i SrNrrvfyr sirrrp/t hfrmntfT it ii iih uurr most ponvrfuf 
n/hnks. leatbni/ o ith tmi and foliwiwp up ni/Ii u Cipafiare /ronr \mn. 


HI’: 4,000 
AP: 100 
Potver: 215 
Defense: 160 


Agility: 

Wisdom: 



Once inside the building, head west to the end of the corridor. This 
leads to a small outside breezeway. Follow the breezeway to the east, 
ascending a set of stairs to the second story. Now took for a doorway on 
the north wall’—it can be difficult to see. When you've found the door 
and reentered the building, head east to a huge set of stairs inside. 


Climb down the steps and enter a long corridor leading south. The 
corridor ends in another set of stairs. Once inside this new chamber, 
turn west to find a doorway leading outside. You have finaify traversed 
the shattered center of Chedo and come out on the other side. Cut to 
the north and pass through a gate leading to the inner city. 
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TiJjJiiJiy 


Battle with A-Tur 


IIK:4:S,0(MJ Agility: 105 

AP; l.OOfl Wisdom: 100 

Power: 200 tAp: 50,000 

Defense: 125 Zenoy: 0 

Special: Frost Breath, Howling, 
Resist, Sanctuary, Magma Blast 


fhw hriflfr ih tlw must ilitlhttH ^ 
ilrir prinifinh ffi 1 friri- 

pimvrlni bmith wrupmtv frnsi Hrroth urn iiiflkt up to WO poinis. at 
dtioiaip* to en^L uwmhvr iu y^ur rttnks. htrOwr, 

;diysi4ijf affinli Jmri- J fj4r run m/firt up lu {.JOOptfinh \tf thmiapr} 
hiwwdiuhdi /jm r- Rui tnfie thv ktrm ut itw Jl n r /Jr444|oii -\fjn m-tvf 
rh Hh wm'Jj fin* tmupt. Htuimwr 1 htr n ilh \viir mmt pfHvt*rfi// 

\mh m tlfif/nni /rfasf and Cjtpf/Tnfr. iTufjm/ rrm a/lmli n fJ/i K\Ji \ 
Mjicr/rh f/!jrtrfk' Den 7 fmM fm^f/urK/ haik-iisf ytiur-Jf puinh likt' 

Onn Ufr 4 /wnH/ mii rif ship* 

fimdh, ivith ihmivpliim ttJ Rue rttUttv wur tlwnu fers Oirmuflt 
thr tamhai rank 1 lur lun iudut a ndkithus amoimt of ditnitiqr rri u 
\mpio iunr sn iiruf ttOoti cimf 4//ii‘ veer injurvst thai'Uitors a thanto to 
rr'vf if yint halilo \ fur itttvifup'tUh: fuHtlhuj itw iupirvtl untl liufnmrr 
inq I fur nith a n fiTiffrss f^iurni^r al punhhing tombo\ thv tpiardioo 
of ifiv Fatmv nitt invniuttUi full 
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The inner city is dominated by a cobblestone road and long set of 
stairs heading north. Before 
ascending the steps, make sure 
your entire party is completely 
healed from their numerous bat¬ 
tles with Scavengers and 
Shadows. Use any water resistant 
wards or rings you have. When all 
preparations have been made, 
ascend the long series of steps to 
meet the creature that has laid 
waste to the capital of the Empire. 


Mission Tip _ 

f ApTnn- f/ir vdi‘ sfnrfs tn disunrt u ihr\t timUunifiq u wt of Jujn Drrr. 


After defeating A-Tur, the party 
rushes to the side of General Rhun 
He is gravely wounded and 
implores the party to continue to 
the Imperial Palace and stop the 
forces that are tearing the world 
apart. With orve last gasping mes¬ 
sage for Ursula, the general slumps 
against the palace gates. With Ryu 
in the lead, head to the palace to 
complete your bng journey. 


Mission Tip 

1/hT /fir hard fouaht fuittio li iHt A fur ti.^ #rdf us juirt- uttvr nm t* 
uf Srai vuifr taid Shadan. hikv u ummrut iu rost. H/irii niu ui rli/i 
In I/ll' unrfd niup bvioir heudhiq fu /fit' finpvriai f^akne^ svt up 
iump In rrplvuislt yuur sirvttqih ami %inr fhr tpimtL 




The Imperial Palace, far from 
being a foreboding den of evil, 
is magnificently beautiful, with 
glistening rivers and well-kept 
gardens at eve^ry turn. Cross 
the arching bridge to the west 
and pass through the mairt 
gates to continue. 


Mission Tip __ 

.1/ f/rr »rr>/rTii I’Uif of thv tnvvrvd hridttP is u nrii /rrV/i/47f /Mr/fi /nurf 
rHi:/ lutrfh. ^uuddv biitidh ladil y ou find if then loUan tiw pufb as 
it tvods cijiM U Irr tho th vrhusik, attd viuiiuuth fiM-rt rfu^/ itmftmhtq 
a litWinq Riiui 


Here you find an enormous 
chamber dominated by a massive 
glowing crystal. Approach the 
crystal to initiate an encounter 
with the recently defeated 
guardian A-Tur. He apologises for 
his earlier behavior and offers to 
transport his master's other half 
as well as the rest of the party to 
the inner castle within the 
Imperial Palace. 


5 


llw Imprhuf Vulatv ri fn tar ttw ntusi * us/ and spat ious ^/nu 
lure tuu fiutr rHT puiniurfiTnf Ihr mdktbrvuqh dc^ribvd /rrn- h 
thv most dirvtt rtmlv to fuii tii Ikmvivt, uumi /iuu(*r/iff ufopruiv 
and rrjfuij/iln unuif /rncue^rfmJirj/i to v%phrr. 
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, Chapter IV:That Vhich PATiEi 





Eluvjlur 

Shan 


^tirfur ( 


(hr ffma ttt thr ImfH'rial i^ultur hrifht at fu r anti amtinar 
hi oiH* n\ Ufvv dt'*iti*titl 


The party is deposited on the far side of an endless void, at the mair> 
gates of the inner castle. Head east into the castle interior to find the 
me summoning chamber where Fou-Lu battled with General Yolm* 
rom the landing where you first entered thfs chamber take a staircase 
to fhe souih Walk the perimeter of the chamber along a small catwalk 
until you reach a pair of doors. 


A. iVlagk Shards - S 

B. Icicle * 2 

C. ilunling Cap 


Enter the easternmost doorway to find the night watch room. Have 
Ershin head butt the cabinet next to the door to collect the palace key,, 
then follow the same catwalk you used to reach this room to go south 
ro 3 locked palace gate. Use the key to open the gate, then head 
down the staircase to a lower level 


^oor 4 


D. V itainins 

E. Worm Dice 

r Dragon Helm 
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This center of this massive chamber 
holds a series of interlocking wood¬ 
en planks, set together with stout 
poles. Walk along the perimeter of 
the chamber, cutting east onto the 
wooden planks when given the 
chance. Move to the room's center 
and turn north to reach a far land¬ 
ing. Head to the northeast corner 
of the room to find a doorway that 
ekits this chamber. 


I-’:' 


IIP; 5,a00 
AP: \ m 
Power: 220 
Pefense: 100 


Agilily: 05 
WiMlom: 58 
Exp: 2,000 
/ennv: 4.50 


Spediil: Houble Bkm, I Idme 
Strike, Wind Strike, Frost Strike, 
Searing Sand, I loly Strike 


urr hniqii, hmv a hiqh 

itf\ amt da np Ui 530 (iumaqr in a \imflv drikrl f trra 

lures (jha haw a hiqh ihauir of titwilrraitink nhrn drutL \\ haf\ 
n arsr. rvfu'jr i «t/ five an rlrmnttai or Oo/r aiiaik aqamsi Owm. the 
Kaipam tdisorhs thr ptmvr ami laa tarn Ond rlrmrni hath at vtm 
that sume iiiru 

,Vui7 f/r(*vr panrrfal tvaman n ith httm^ tmm yaur bf*\t /ir//flm, 
prvfmihh (ray, Kvw. if/rJ SnVrv. Uiud idriurnfiil ritfrukv iiidf’vv thn 
urv sure fo fie a kilUnq hiun; lin rirmentnl atimk that dov\n t 
drdwy a kaipam uu/y ruuki^ U vlnmi/er. 
tiiu taa irarft uU ihr kaipnm s spniai atUak%. 




EIP: 5,500 
AP: 50 
Poiver: 100 
Petense: 8.5 


Agility: 75 
Wisdom: 200 
Exp: 2,200 
Zennv: 800 


dv 


Spedal: Concentrate, 

Retail. Chakra aii* 

f fuuiirufi^ S0ir6«:::F3 hrtarr 
iJfhiT f^neuiiev fheir dejuvfuC 

ituf Kixiiff dhiTilt dan trvnwadaas, amaaah t)l niad dmnuqv la uiur 
i^nfire nimfuif runfc.v If SliirGucrv unpfemeul Crim eii/ratr fie/firr 
<uvlim; ffeiuO, I/re af thr iiuid vpr'/f lire en-u fifOri- dt‘ui/fv, 
l tauaurr SturGarrs it Oh a nuuhfuaf/fwi at dtrvi t physhal assault 
ami dimiett sprits suth a\ Drtuir itr fUp Slurfiurn aitrn apprnr 
nith fvufpuirr, nJiu tun iihvirfi thr piinrr id urra rffrd eleirreuluf 
uttatks. AHhauifh SfarLazrs tiatsr trrrihlr rVr/jjri , fhei arm f hya 
qaati at takinq it Itatnmrr fhrnt tnr a hint nr fjiu f« thmh Ihrta atl. 




ItP: 4,000 
AP: 86 
l^ower: 215 
Defense; 100 


Agility: lb 
Wisdom: 8 
Exp: 2,500 
/enny: .580 


Special: Shadomvalk, Speed ^ 

C binqni an ■ viin iiar Of k alpian, [AS 

rxirpt Ihry tan i atmtrh i/r 
mental magics, ( himiols drul 

ant dirnt plivvirifl damaqr In diNUvIufuiv rfh*tt Hr rspnudty nun 
af Ifieir piffHT/u/ ^hadan naik spriitd ability J c haupd tan kilt a 
n rakrr ibaraiirr. such as Vruu or Ursahi in a sinqtv strike. 


Mission Tip 

t uusenr ivfwr AP u/feii defratinq Ihr rundrmj mumlen. hiti ireed 
ull of vanr sirtmqth tar the r/jri/ieuc/ev derpre n rflrr’if lfr(‘ piilute 


Preferred Path 
Connei-ted Rooms 


r ' I I 

' ; ,> 

i 

^ 'i-n -n 

< \ Tosr To5f 

y— ' - 




























Mission Tip 

Hctart heiidhuf (hmv thv \tiima\c. untihmr va*it inia a ^lan'romn. 
IhH ntiini h full of iisvlu! items imUitihtt) Wotnim, a fmir itfkidvs, 
and a Itiinlhnt tap. Ihrom^U a scamd dinfmm in the sfonTfjLwn. i/fi 
fWMi frp f/ir main tluimlwrai the hntrUf Ihtir ifrreunt find a iUvst 
n rfli fii r \ha/j( Shtiri/v 


floors 


This new chamber is filled with doorways and staircases, leadmg both 
up and down. To continue on the direct route, take the northwestern 

staircase leading dowrt to reach a 
small fanding. A doorway on the 
north wall grants you access to 
the main chamber of Floor 3. 
Move along the catwalk as it 
winds east and north, following 
the perimeter of the main cham¬ 
ber. Finally, enter a doorway you 
find on the north wall. 


You enter an elongated room with a pit running through the center. 
Move to the west, passing through another doorway, and continue 
until you enter a long hall leading 
south. Follow this passage all the 
way to its end, passing a stair¬ 
case. You find a doorway on the 
southernmost end of this long 
corridot, Now head east, hopping 
across another open pit when 
your progress is impeded. Go to 
the end of the room to find a 
staircase leading to Floor 3. 


This next room is lined with long rows of incense burners arid tall 
pillars. Head east through the corridoi until you find a doorway in 
the north wall. Now enter another long corridor; this one switch’ 

backing to the west Follow the 
corridor and adjoining chambers 
as ifiey meander west and then 
south. Continue south until you 
run into the staircase leading 
down to Floor 2. 


^oor 2 


Con netted Rtwrits 

B 

1 

C 

D 

Elevator 


/ ' 

Shaft 


A 





r 


% 





> 



J -C fo If 

fo 5F - 

% 


s 

A 

# 

\ ^ “ 





N 

A, Fire IVard 

C. Water Ward 


B. laser 

D. Mullivilamin - 2 
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f 97J!iij> - dhiitk 


IIP: 

\P: 4% 
Pouer: IHli 
Defense: ^10 


Agility; 110 
VVisidom: 250 
Ixp: 450 
Zenny: 20 


Special: Suord Breaker, Snap, 
Molasses, Confuse 


S/im/es pas*ies\ an impressh e 
anm at fof nhititivs (ar 

smh Unit' trenttire\. ilanvter thiir vxirenw [VlaenthiUti to hath 
nmqvtl und ntnif atfaiks means Shades rarely use thent 
\ad dwM^detnan hats fird nith itrstdu's Martar -am thinq she 
hits, she destnny Udltm that up Jiif/i Ifthiir < mket pitmhes 
tinatiy tim e Shm tlran up nith a simple Cufunr 
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CHAPTER iV:That Which pa^jej 


This level of the palace is ornately 
decorated. Make yogr way south 
abng a series of raised walkways. 
You come to jet-black double 
doors set into the east wall. Pass 
through them to reach the main 
chamber of the second floor 


Mission Tip 


tUiiirv tnts\htit thr tmtiu t lumhtr of I tmtr 2. fim\ it tlnur nUmq tfw 
ueff //ruf t/ntnh stm in a iUHvamt fmrtitm iti the rmmi 
luri /iisf fr/f IvUtm (tw stainiisv itnun lo and lui 

fifldrr a rtthni iiiifkiuJi in futd a ih st itakt^ in (Ur timtrr. This 
iUrst timliiim a fin* Htird. 


Mission Tip 


Bvfnrv ivm iiig tUh fhmr, qn to thr mtrihrasitTtt (nnwr of fhr main 
thamhtr. \ dtwniin /rffris to un rmmnons tihran. i*Ukr thh library 
for usrful //rrns im fading a fmrt. a lldirr IVanl, tmd a itair of 
4 iallilUamnis, 


Once you have reached the main chamber of Floor 2 , head east 

along the raised wooded walk¬ 
ways. When you arrive at a split in 
the path, take the northern path. 
Continue north as you follow a 
long row of columns around the 
chamber, When you reach the far 
side of the room, cut to the west, 
then turn south just before you 
exit the chamber- Descend the 
nearby staircase to reach the 
heart of the upper palace. 




^Toor t 


Inimediately head north, ignoring 
the door at the base of the steps. 
You pass into a large tailoring 
room, with bolls of cloth hanging 
in long rows. Pilfer what you can 
from this chamber, including a set 
of Burglar Garb, and go through a 
door in the east wall. 


A. Burglar Gard 

B. Prolien - 2 

C. Poiver food - 2 

D. Save PoinI 


' ^ Preferred Path 
Connected Kooms 


E- t Clothing 

F, Belladonna - 4 

G, Dragon Armor 

H, Dragon fie, Blue Charm 


HP: 5.500 
AP; 480 
Poiver: 160 
Defense: 120 

Special: None, 
until powered up- 


Agility: 50 
Wisdom: 300 ^ 
Up: 2,500 
/.enny; 580 YM 


Onj(hi I on hr diilit ult it run 
fippmui h Ihrni ii nirn/ / hrsr 

frarsomr drtmms /urn it up offer dm ore first oltmkt'd hrinqinq to 
hiiir thrir hdf fnrtr (hr tnUtm imi turn, in this mnrr ponrrful form, 
an Orotid is rrsisknit fu l irfi/olh o// oflofk furoh orrif fierih n slof)- 
qtrinii XdOO pnitih id damitttv ititv firnr- lllmr, if iim io/f/rf up to 
l itHi points of dommir in a sintflr hitd 
Imtrad of rnpatiimi an OnnUi, sprnd thv ftrsl turn usitut idtiiiiirs 
stuh as f(fnty tmirntratr and ^hh'td- It fieri ytJo 6 m r/wflv'pn*- 
pontf witrsvtf nidrash t our jipi/roifri/ o 6 i/ilh*s und iiw^ Drorlr to 
drfrat ihk ponrrfuf emvifv n iffiiii ii vim/fe foro 


HP: 6,000 
\P: 300 
Poiver: 230 
Defense: 110 


Agility: 100 
Wisdom; 20 
txp: 5,500 
Zenny; 400 


Special; Triple Blow, Death, 
Inferno 


f tnrsrmni urrdradl\ oppa 'I 

iierilv ffinr UTi rirvnwrit. f 6 *n 

oftrn fast thrir most Irthai spi*iiai obitih Drolfi. Ihry folltm up 
thh dm ustatinu tdUnk niilt ritiirr triplr Hfatv or tnfrrsm. both 
riptafh datujrnmy lliirvc thr ytm rombat thrsr nViniis it nr 

tiars, thr stnmqrr llfrir magU hanmrs. fiijuffi; Ifii'i itiii ht'ai mnrr 
than UdUt points of duinaffr pvr fund 
S/jrntf >wiir finf fiini upttradimf p3tir ahitifit^s. minp faais and 
(murntrutv Tlirfiirn, fuiimnrr f/»* /furii'/iiiiu nflfi Oruib 
foUonmt ap In f/ffm ks froai vm/r most potvnt figbtrrs. 
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6mmy - 6oo King 


6 nein? - 6 oofSurse 

IIP; 1,2UU Agilily; liS 

AP: 200 VVjsiliim: 200 

I’luvcr: 200 t\p: 400 

l>eft^nsc: 00 Zvnny: 2.^0 

Spcijidl: 


.Vgilitv: 200 
Wisdom: 100 
I \p: 5,000 
Zonny: 1,000 


HP: 15,000 
AP: 200 
Power; 200 
TMcnse: 115 


Special: I ire wind, Jolt, Storm, 
Erupliun, CiigaHiire, 
Thunderstorm, Kagnarok, 
Giant Growth 


6ncmy - Baby 6oo 


Agility; 70 
Wisdom; 990 
f \p: IJOO 
/ennv; 5IMJ 


HP: 2,800 
AP: 50 
Power: 195 
Defense: 110 


Special; Burn, Timed Blow 


Uw lnYJ (irr btm^h north \tntr tontrnt, Intt Ihr (iiin 

irnuunth nm ani\r same \crit>u\ damu(it\. 0 t5M00 UI\ l/ir Uvif 
King uiir fnkr ni mmh rw tw ifishrs tmf 
Ihimmvr Ihv Mnerrn/u m/I/j vnnr hrsl inmhn o/fwikv ihitr Xixm 
(tmn'nfrnh' !m tj him thm miit ihc Untt ktug n /fh Orutk'. OHvn. 
svi'ing Xina ittt ns frer mintt i\ nmnjh Ui suirv thr Gmt Kiiitj niin\. 
As ittr Huhv (tmi GmXtirst\ ti sn ift sirikh n ith n i mlgrt nr Simrd 
rrdmvs tlwm tn o [niddlr in imthiiig (kit. 
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'' (f^nccmiMrc 

The first floor of the Imperial Palace is just crawling with Goos: Mage 
Goo 5, Flue Goos, even BlackGoos. And presiding over them all is the 
powerful Goo King. 


Goos 


This is the central chamber of the first 
floor of the Imperial Palace. Make sure 
every member of your party is al full 
health Consider giving Ryu and Nina 
Wisdom Seeds, Wisdom Fruit, 
or any fish that replenish AP. 

These two characters are 
vital for the coming chal¬ 
lenge When all preparations 
have been made, head east 
toward the gazebo in the cham¬ 
ber’s center. It's lime to wake a 
sleeping dragon. 


IIP: 50,000 
AP: 1,000 
Power: 250 
Defense: T40 


AgjIily: 105 
VAisdom: 100 
Exp: 60,000 
Zennv: 5,000 


SpecidI: IVilher, I bonllrc, 

MjoBnir, Sleep, Howling pjxa^,£r- 

lliffr imirc than lf£ thr 

abilitY In heal nwrrthan - 

piprirl% id drrinm/r fn // ^iri(;lr firm, nrrd n fuiUatl nmn id dmrfh sjw 
tint abibiit^, tiw Dragnmn' n ^rufv a ivtlmt adrt^in 
(hr kin /n dvimthiq ihh ningrd tvnnr is /n disable its hvtffinq 
nhibty, tbmimrr it ii dh ffniTnlnnii tram Rmi, ddlimni In hphinrfr 
irntn \hm Wind and hah atUttks damage the Oritgmmes hetding 
tavihanism. i ttntinue nith Imlyaad lund nflnik tarms in rampieteh 
destntytbv Urogmines rrf/(‘frrrf/i/nn rrhddc 
(inn* the ptaying field is h*i f'li'ii. frnn'i/nrm iCiii iak* his IIiht 
O rm/im farm, imte nnaia hriagiafi (bepatent tfmgeb uMdv (u 
hrnr itmnnwr the tfriuiimne n ith u hmg serk^ni tire imd n ind 
bused lilfnikv \ letning Rytj's ihvitjvU strike hr the yen last. 
UrehUisl, tnhnm. and Gitfuthtre tnmhns shnnid hit the Dhiganae 
iifhniUy H tTy turn 

the 1 in hrv/i nen njrmher at stmr poit\ s/imdlnitctiud) 

and shietd ta pnitett thase tn the tnuibat rank trnin Ihi* det astatinif 
effeds nt the fhitgimtie^ spnint idhtities Or iionn'if the Ortutnunt 
uses its mast deudh uftinks iidirn ri is fiiiuri'd Dan t pull nu\ 
ptituhes vnn tan ee^atkrlhe halite 


MlSSfONTlP 

thrtmgh the dnarn uy in Ihr’ nnrlhrrJ'vf mnriT id (hr rniiin thnmJn-f 
is a dinr\ where yaa itai rest laid sni e. th sn ta reptenish vaur 
strength hr the thud pash (n irrrri tan t a 


The Dragonne leaves behind the Blue Charm. This charm can be dif 
ficult to see, so rotate the view until you can find and retrieve it. Once, 
you have the charm in hand, head 
east to the elevator shaft that 
runs up through the entire 
palace. You find a pair of cars 
ready to take you wherever you 
want. Hop aboard the southern¬ 
most car and ride it down to ihe 
first basement level. 
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/’chapter iV:That Which PA5iE5 


(J^sement ^evek 


Stairs descend westward. Head down to a landing to tfie smith, at the 
base of the lowest set of stairs. Wind south and east to a large 
wooden pole spanning two landings. 



This pole is attached to machinery that appears to raise or lower it at 
the flip of the switch. The switch that activates the mechanism is visible 
to the immediate north as you cross the pole. Continue eastward until 
you reach a staircase descendir^g into the next basement level. 


To I levator 
IF, 5F 


— Prpferrt'd Path 
(.onrtciteJ Room^ 


ijVi ka V gvi h tirdrr to bvot m 

f/mf'pnraenlv hi'f £ijiw‘ . 

uf l/ieir fn^titirnl eorlv iisr of Shitkl I! makvs thvm hoth honlrr fu 
fill and nmrv ivsisitin! in thimatfir 
Kurtgeii tlrr is invfffithr. ( ammintiv mtm* tm tiimi fjlnsiuil 
iisuiulL iinit h- and (ff/i wrr whn H.wfiif Lvtktti spend (hr ftnt fm 
turns using Shivid unci Uvtiting dunnnff. 


Agililv; lOtl 
U'isdiim: 2^ 
I \p: 1200 
/ennv: MO 


Spec ial: LI oo m, Syphti ii, 
Confuse 


\uj 7 Qiiisits nidi !\phmn, 

SirnnoTi nr othrr nwd hasini ^ 

art'a-vffml uttiukx Dm^tl admk i\ tnuth ii*\s iisvinl hrcmist vnu tan 

haridy hit these agile treniiin^s. 


BvHd tan kid )vur entin^ wm 
hill rank in a single htrn. 

Uduiugh fhn mniv smtenl 

uifh fhrs area eilvtl Ilealh atieiik prepare hr ii nonelhehss. 

In the iirsl tamhal mnnd hnee \ina begin t amenlrating, Ihirr 
|Kjr(\ lipiuf//v i^rfhfT signifitanl damage Irum tiinxt phi^iini 
assault or lighler damage Irani UUz^ard fVlir/r the urvf tnmhut 
turn t mnt% hanmier at the Ueihl nith an Ormle strike, lypuatiw 
aniy oar shat af Xina s ptmvrful Onttle ubilitv felh dm denum. 


A. l)raji>on Blade 

B. /Vurum 2 

C. Ascension 

n. Shaman s Rin^ 


r* l>oor is ^ellavv 
Warded 
r. Aurum 3 
G. Velloiv Charm 


IC Vtisl Armor 
I, Ammonia .3 
I life Shard - 5 
K. Bed Charm 


lir: STHU) 

Vj;ilitv: 30 

AP: 130 

VVisclom: 3 

Poner: 230 

l\p: 5,000 

Oelense; 130 

/enny: 3B0 

Special: Kyrie, Death. Bli/zard 


IIP: 4,300 

Agility: 110 

AK: 120 

Wisdom: 300 

Power: 230 

1 \|i: .'S.HMO 

Defense: 120 

/enny: 20 

Special: 1 einl. Shield, Cleave, 

Fripic Blcnv, Vitaii/e 
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lo rvium ia ihv ^lainasry \ tfu hmr (c; J#rafT firr 
into pusitkm aitrryott itittlrnivtilh it. iHhfnvi\i\ 

itm fi* (/« ii IttiiifinQ in thr northvtnl tttrmT ol I fJ rt I, 


Continue north until you find a ladder leading to the lower tier of 
the stone walkway. From here, look for a hard-to-find passage that lets 
you cross to the east side of the stone walkway. Head south until you 
see a small stone bridge spanning the walkways. Cross to collect the 
powerful new Mist Armor. 

Once you have returned to the long staircases of Basement Level 1, 
descend to find a Yellow Ward. Use the Yellow Charm to pass through, 
then continue westward until you come a red-rimmed staircase, Ciimb 
down to reach the final basement level of the Imperial Palace 


Mission Tip 


ll lk’/i >'nu surfaa* in Uw ihomhrr n dti dtrorh at'S <;ri l/ie- nur/h unu 
irriflh sfdf's, /n fho fNir(/irrn dmir inslrmi lothu the iorridar to the 
nvst until yon enme to a ihest Inside the nnndroos SfrnrN(fn\ 
Kint;. It the Ai* tost of loor spells in* 23 peneni f iptip \hm 

ivith if rnrmn/iniHv. 


You rise into a chamber with 
doorways on the north and south 
sides. Go south to find the switcfi 
that controls the wooden pole 
you walked across earlier Activalt* 
the switch to raise the pole, then 
walk beneath it and descend a set 
of stairs to the south. This Cakes 
you back to Basement Level 2 


Head through the only doorway 
available to emerge on the sec¬ 
ond of the pair of stone walkways. 
This walkway also has two tiers. 
Make your way north until you 
come to the Yellow Charm, float¬ 
ing above the stone. Collect it 
and make your way back to the 
long staircase at the beginning of 
Basement Level 1. 


Go west From the staircase, following the perimeter ot the chamber 
until you reach its northern side. Climb down the steps there, descend 
ing to a slightly lower level. Head west again until you reach a door¬ 
way. Pass through the portal to discover the Red Charm, floating in the 
middle of the room. Collect it, then exit the tiny room via a doorway 
to the east and return to the main chamber of Basement Level 3. 




in*: 3,non 
AP: 181} 
VoMvr: 230 
Defenw?: 105 




Agility: 500 
Wisdoni: 70 
Lvp: 2,800 
Zenny; 250 


Special; Hciikldsh, Coynler, 

■'‘■‘S"'-HFriiiVfiiriiiiirii 

SkoJ/rff arc eaw. (imi‘ vaa 
kfif/ii the trkk \tni them nifh 

hh/h /aih rrr-d sfrikrs (nmt ifir/r mirrarn Hmup'd utUuks tire 
aho t erv vifeititv. Irshin and Ursula Uniethef ion elhmnatv one or 
Iti n Skaf/ni per tnni_^ 


ft Tti Dj : I 


lll*:2,7tK) Agilily:')(l » ^ 

AM. lOU Wisdom; I 

Moult: 2 ( 1 .'; l vp. ♦r.'"' 

Defense: 110 Zenny: 150 

S peti a I : le m pest 

7lirse farqi' JaviJtf‘d liirds ore Uh BriHiiiilfilittSI 

(’“i/rrciaffy snstt'plihir fo 
anJ irmrf ha^rvf a/hakv 

Sartiarn hifmcs them sei wliL nhile (iiiptllare desiroi’S Iheni. 


Once you reach the stale confines of Basement Level 2, turn west, 
following the corridor until you come to a doorway set in the north 
wall. Pass through it to discover a series of two-tiered stone walkways. 
Climb down the ladder on the east side of the walkways to access the 
lower of the two tiers. 


Now head north until you come to a passage that allows you to pass 
to the west side of the walkway. Do so, then continue north until you 
find another ladder, this one leading to the upper tier. Once you're 
back on the upper tier, look to the south to find a ladder leading back 
up to the first level of the palace basement. 


Mission Tip 

Ida mat ami fa ffiangr perspetthes as um trtni-rsr the stone 
mttkt\m\ Ihe pnssatfes ihot tend from one side to the other nrr 
v^iemdly dillhult to yn* arif/f vi/a ihonpr nrn v 


Mission Tip 

fnj estinale (he /airf/*rnt rad ol the km er tier to tlnd ti ihest raafadj- 
iai; ft triple dose ot Uinitn. 


PaiMAGAME5.COM 

































^Chapter iV:That 'J^'hich pa5je5 



loll, SpintUliiM 


are mon^ irauble than ^ 

lht\\ are north Uthough yott 

ion dvIiHit theu' heUemottUf, wir parti t%iU be imdh bloodh*tL 
Iscapr the rnmliat hrentiria imohiiKt 
lUmrt er, dymt arr bell-hviit on tmtllinp these qoiiaihy hummer 
(hem nilh potent tmnhos. (iUiafhire, Mutfma Hlmi and other tap 
tier nttmks are all that aftert a Jitao. .iiwfd /lif, hm ' 

damage fomhm wh iis tipvr list (ir faerie fioinb. iia for knotkout 
piuuhes. paandhuj a titan relenitvssly i\ ith lUv best bians t mi; 


Your final destination is the ele¬ 
vator in the center of the room. 
Us© the Red Charm to gain access 
to the warded elevator Once the 
magic of the charm has cleared 
your path, p*le into the elevator 
and descend into the heart of the 
inner pa I ace > 


']\inv,! 'Jzimimfjirr: 


Jf 




IIP: la.omi 
AP: mo 
Poiver: 520 
Defense: 120 


A^ilitv: 100 
IVlutclpm: 50 
Y\p. 0,000 
Zenny; 1,000 


knotf lirmrL ftiit I iiihinirtfi 


Titin I 

fthiae 1 


^tter ^atace 



Sdiis, amt Hvu ion dish out. 

Jiimis tan inffkt up to l-fOil fumh of damage nr a singte hloiv 
Keep your tt vakvm'd ihamders in the rrvir nnrks imtil they hove a 
dtame to heal titans lend to hammer the same nvaketu*d oppo 
nent rvientiessh iiutif he or she falls. 

Jiloos also possess a potent array at sirniiat tdnUiiey itte most 
deadly of n hith is SpirilHIast ti intlids a minhmmi ofHiHt HP's 
tvorih of damage n ilh utmmi ih iti' use. 



When you finally reach the hot’ 
tom of the second set of stairs, 
head east, moving up an incredi¬ 
bly long hallway. Eventually you 
reach another set of stairs. 
Descend these too. Finally, after 
all those steps, you airive at the 
inner garden of the Imperial 
Palace. 


The garden is a beautiful, quiet 
place of gentle ponds and small 
wooden bridges. After quickly 
collectir^g any treasures, head east 
through the main gates of the 
Emperor's Throne Room. 


Within the Throne Room, Fou- 
Lu lays waste to every mamber of 
the party but Ryu. In an instant, 
the young dragon stands aJone 
against the might of the emperor 
god. When you have regained 
control of Ryu, approach Fou-Lu's 
throne. After a short but pointed 
conversation, Fou-Lu vartishes, 
telling Ryu to "nneet him where 
this all began," 
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After a few moments, the remaining members of the party regain 
consciousness and join Ryu beside the dais. Gather your strength, and 

go behind the throne to find a 
secret passage. The passage 
leads to a huge room containing 
one final mystic lift. Hop onboard 
the cube that hovers within the 
room and allow it to transport you 
to a mountaintop overlooking the 
palace. 


Mission Tip 


I iVlooii ivdrs 
I \ itdinins 


Mission Tip 


(ici f/fr ilvtits hvlitti' ht fitilih' foulti: 


1 Ambrosid 
6 Anseffish 


ill tltvsr itimts mm he punUuscd tt\ thv lavriv \ i!laqt% tiiuS 
mum an* suittrnHl thrmstih thr tmpvnat hiliur. Mfhmtqh rriri 
ilvfrGt luH iti niihiiut Ihi'hc firms, it oilf hv rxtremely tfiffitnit 


f %i9»v - rTra'CStbj: 


IIP: hnintiblr Ability: 1 

\P: l.miO Wisdom: 125 

IVmcr: 2.50 t 

Delrose; 225 /imnv: 0 

SpciUil: IVItileoul 

fbf tint limr ymt Imfllr fmrr, 

(tiu Lu is nbuilult'h iminiiitly 
£ ffffsidrr iJifs a sfrrlihim/ rvrr 
Hsr. bm Of'fii Ut tissunw uny itniqtni ftmii hf prnprrh omihat tmi' 
tu i /itfusr f/ir-turwl ffCfifusr it tinB f/jr Iftisl \P Ut usstunv 

litui mtiiiihiin Uit Urn !u ti ith vtrnihinq vim hmc. . Iflrr obno/ In r 
nmmh lou-tu htimmvrs R\u uith ilw llhittHml abitily, 

shiittnhuf biv drtidfm lwr?ii ond mdiiuf thr baHlr- 


Battling the Party 


Ibis hatlic is fmlbrJirolJy smrpfr 
1 1 fii as pmurfut as rath roi'fii 
JjtT id l our Ijiniirr pfirfi Ims 
brifjftrr, fbn tail like tlivs bvhin 
thr mitiht ttf thr hiror Dnai^riff 
Hit thr pariv uffb a shuftr 5(iiil 
Krutt attiuk. lhi\ rrdtars e rm 
parl\ fftrmbrr ta a sinqtr HP 
Voii dibrr use rmir l/iirA llurr 
tiquinsi thr b«/if /r, or /ilmfifi/lv 
o/iwf A anr In ojif'Jilbr'r noy thr hatllr is mrr in rmmirfriv 
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After the starter battle, Fou-Lu once again tries to convince Ryu of 
the folly of mankind. Sharing his thoughts, Fou-Lu shows Ryu the end¬ 
less suffering and utter futility of 
mortals. You are given several 
chances to either agree or dis¬ 
agree with Fou-Lu—it really 
doesn't matter which. The dia¬ 
logue continues just the same. At 
the end of the conversation, you 
are given a choice: to join Fou-Lu 
or stand against him. 


gaining 

As Ryu agrees with Fou-Lu's view of the world and the Endless's 
place in it, a startling transformation takes place. With a cry of ani¬ 
mal pain, Ryu is reabsorbed into 
the body of Fou-Lu—the two 
halves are now whole once 
again. Unfortunately for your for¬ 
mer allies, the recombined god 
is less than happy with humanity. 
With a faint smile and grim 
resolve, Fou-Lu battles the rem¬ 
nants of your party, 


Head up the hill to where the 
emperor god awaits. After a brief 
discussion with Ryu, two halves of 
the same god battle each other 
over the destiny of a world. 














































J^HAPTER IViTHAT WHICH PA55E5 



With the last hope of humanity 
lymg deCeated at the Yorae 
Dragon's feet, the godlike fusion 
of FoU“Lij and Ryu makes his 
way into a worfd he soon intends 
to end. 


However, if Ryu chooses to fight for humanity and the fate of an entire 
world, he is in for quite a fight Fou^Lu has finally lost patience with 

Ryu and decides that the best way 
to convince him of the folly of his 
ways is to cut his ties to humani¬ 
ty—one by one. From behind the 
emperor god comes the mighty 
Tyrant Dragon, a potent incarna¬ 
tion of Fou-Lu's power. 






IIP: WKnon V\isdam:2(Jn 

\P: HU) (lemenl:\arjes 

Poner:5"j0 f\p:0 

Defense: HO /ennv: 0 

Agilitv; 120 

SpecEdI: Dark \Va\ 

VldlWKdtion, Sdntludrv, Pdtoh 
Pdb Pd Eting dh, Ahrvu P un^ 


ffm i\ H tthiHii ii titmhl liw most ttmlivmfinq baUlr von /rar r I'tfr 
/rrinf flir /inirrf Orugnrr /iWs with its imirrt! Dark IlcJi e affrirk—n 
hmtth itvitpon Itmf ton inflht tivmrmUms ihtnmfv. ttttrn stippinq 
ffO pvnvsU n/ it ttmriHt(T% Ur MuhTntitmn ptnum^ tour rn/irr 
timthtil nmk tinolh. Uw fi rnnf f^rflrjnn iflh eniphn (fntisfcrfmc/ 
p/ll SHif/ atUnky atfnt fAOO pititth ot drmftjfp' 

fninjrv/irrle/v' Rui hilu hi\ mnsf pr»ner/ijf dragifti hnti- 

fhr ktmvT thmfon ihp rlpmcntat aspPd of fhr hrunt Drtiqim %hifh 
toit’iUmtb need ffre //e\f7n7f/i vf thv Koiser Prin^un s tm\ mrih. 
tttiti aintf aihttkx tiammrr tlw lynmt n ifli e/e/iu7i/irf irmt 

Hw nnd a u'rh-s of vnr/r irn rum/rm fmm fhr n*sl nk//xepfjrft. 
UtidiJ fel Riu (jllink hist fits poHrrhd \prll\ witvn qain stmujih 
from l/rnu^ Ihaf iiurie he/(ire 

/hr rnns/ 1 /inl/rni/mg pnrtfffn of this hattfv is kivpiiuj \tmr 1/' up 
ii hf/r ktTpioq thv nluiU' porh ufnr f/sr Uwm* Props lo ht'ol /he 
eij/fre ports n/iefj f/iev fwtr fokrn sfi/rijfiiufrf lifiiftut/e uird t&d Ri u 
Hisf/um fnrrl to aUtni him to nutinfain /he esprvnnr hn/M*r Drtiuuri 
form i tmtiiuw to rotate Ihv imti} wvnthrrMis thn htkp tiutnoqt* 
ft /ien iisfiin flist/nin f ruit nr o \triiin Prop its nuitU os prvs/h/e, 
(i/hnt f /n«hf to he Ihe nffe tidmintshr fheni f frert* is u itimf 
ihrinu* IhdJ she ujH nYeiie o ropkitojoviit of Ihe itont shr' pi\i usan/ 

Keie/i ii/urphners fres/j /rriff/e fir/ef/rrn'nf/v mri/i liriin iiff/rieN- 
Irinf/t fie vtnirs 




Once you have defeated Fou- 
Lu's Tyrant Dragon, he has anoth¬ 
er surprise for you—an even more 
potent Astral Dr agon that is just 
k>oking for some fresh meat! 




gjjiiiiy - Alairiil 


HP. 60,000 Wisdom: 60 

\P: 1 OOf) C\p: 0 

(’oner: >00 /ennv: 0 

Defense: 14fl 
\"ilily: 1 (3 

Special: Soul Rend, Poiver Ftu\, 
Sdnetudn. Etirthbredker, 
Cdldslrophe, Mdleficdtion 


7/n.v hii nnit/finn of lou ( u i% ohsohitrty th'i ustatitiiy II ifh .Snu/ 

Krtid vi rr\ ihuructiT in itmr inrnhof rank is redtitnt to i f/P- 
imhtdimf Rui rhe-Uhn/ Offpiuri v dirnt nl/ufRs tan tnuse ii whop 
pinq tAWpoints ptT vfrfkc nhhffToHnfi ninst tharadijr in a 
smf/h‘ hfrin Offfv lhf‘ hmdint ttmid nvn Mxn iTr smh un (ifhuk 

/nfureiiiV/le/r Ironshirni Ktii hiJn /hs Kxjfsrr Drupiifi iorin aqaiit tf 
f«Yrisf/n. fjop sfimr Il iWnm fndts hotorr ossuminq the kohi^r 
i>raqon Inix rier**/ ih pmierhxf nrurpo to do mn w-rfuns hnnfi to 
fau-lu. dvtamv \ ini hme'iu mum tfmuwr foruiv diui'f iiorn so 
nunh almd UP mv lou do f/' // tr Jffirpfn hises too tninh Iff*. Rj w 
;ijsf f hurifpn frOd hiv hirmrrn himf. *>hn/ifi hoi e Ryu usvunie auotUrr 
form instethi 

tvau knvtmi thoso dnnpnt formy suth iis Vhrm/dmi amt 11 n r 
H ifh refalii eh hm f/f’ hat (dqh ponrn'd tUtm ks 11 ith fhr Utrni 
Prugon's Saul Hvtid altoik eten |he wifi/hh hefreniLP/h n f/l he 
ref/miY/hi d ?i/rri;fe HP Ihp use tht pnnt*r at sont Mhm drmpmy 
httmmvriaq thv h/nu/ Droqmi iviffi RHinslunir tir Onshnn/fit, nhiii* 
pnrhYhiJ// UJur parts with Hoh i in/e orrd ttvrdiiiq ll/ni/. 

H hh /he rrsJ u/ ffn* prirfi; fn strintiiaq foqothtr fonti of e/e- 
niefjlnf fififirks Sparr no vspoasr—punish Ihe hlru/ iTrurpni refenf- 
/evsffv. lour grenfi'vf lUidiniqc fs kee/)fjj(/ fhr indii idnai piirh tmin 
hors nfri i\ Hat e / rs/iin i/raii fhi' Islrdf Ofmpni s ffre n ith .Sldinl 
Oiil /hen xxve (in ln(/effr>h io rei h e her and rise fhi’ sunw phn 
uqnia. H hife frvfn'n fs btina list'd ns a purnhing butf, voii (ijit fii/fit/ 
Mnrre si'rfnuv drinfnge nri fhi' hfruf f/rru/im 



V^ith Foud^u defeated, the pair 
join, this time with Ryu being the 
dominant mtnd. Although Fou- 
Lu has been subjugated, his spir¬ 
it lives on in Ryu, With the total 
power of the Yorae Dragon, Ryu 
sets off to complete the great 
changes he was destined to 
make. 
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Cullure l.mpt T!i: llpm Shop 

Culture level 5ft: Mu^ic 

tulluri' Luvpt 20: Inn 

Culture 1 evel (ift: Art 

Cuflurp Luv't-'t 2S: Weapon Shop 

Cultun^ 1 evel 70: Aurum Trading 

Culture Level jU: Item Search 

Cuflure level BO: l.ame^ 

Cuflure 1 evel 40: lraop!i 

Culture I ev^el Oft: Ftond'!i 


The village starts off small and, while it never gets truly big. the 
significant by the time you are done. 


development 


is 
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faerie (jofony 


After Scenario 4, The 
Broken Sword, you can 
help the faeries build their 
village. Go to the colony 
by speaking to the faerie 
outside your tent in camp. 


Speak to this faerie to be taken 
to their village. 




O^cthe 


Your objective is simple: 
build a fully functional vil¬ 
lage for the faeries. The 
path to that objective is a 
long one though, and it 
takes quite a bit of man¬ 
agement ability and 
patience. You have to 
oversee every aspect of 
the village, from telling 
the faeries what jobs to 
do, to making sure that 
they never go hungry. 


The cliche. "Rome wasn't built in a day." definitely 
applies here. It takes a long time to create a thriv¬ 
ing town for your tiny winged friends. 




You will need plenty of inhabitants to run the village. One faerie is 
born for every 10 battles you fight. That faerie is only born if the food 
supplies are more than four times the current number of faeries, so 
make sure you are always fully stocked with food! 


’ll 

fi « “ 1 „ 


Births are displayed on the notice board. 


Newborn faeries are not automatically given 
jobs, so make sure to assign them some. 


QroviHh and (jdture 

The village goes through many stages of growth. While the most obvi¬ 
ous forms of growth are buildings and more faeries, arguably the most 
important and subtle aspect of growing is culture. 

Culture refers to many things about the village, and it impacts what 
jobs are available, what is sold in stores, and what statistic strengths 
newborn faeries have. Your current culture level is displayed as the top 
right icon at the top of the management screen. 

Begin to raise culture by developing your land. You need the land to 
build houses on, then you 
can make businesses out 
of those houses. 

To gain new jobs, you 
must constantly raise the 
culture of the village. Refer 
to the list to see what the 
different amounts of culture 
can give you. 


Without high culture, not many 
jobs are open to you. 
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faerie Qtatistks 


Each faerie is unique and suited lo a particular job. Pay attention to 
their statistics and natural dispositions. The strongest faeries should do 
the physical labor, the smartest should do tasks that help learning and 
culture, and the artistic faeries should have the artistic jobs. 

The three main statistics are HP {Hit Points), intelligence, and artistic 
sense. Hit Points denote the physical ability of the faerie. It makes the 
faerie more adept at physical labor, such as hunting, farming, search¬ 
ing for items, and the like. Intelligence is the most important statistic 
for faeries wfio serve in docile roles, such as shop owners. Assign 
faeries with a high artistic sense to jobs such as art and music to raise 
culture levels. 

The fourth statistic has to do with attitude: ordinary, lazy, diligent, 
and odd. Each attitude affects how hard the faerie works, as well as 
what the faerie in charge of a shop will offer. 




Go into the Faerie Info screen to get an 
overview of all the faeries in the village 
and to check their attitudes. 


This particular faerie has a lot of HP. Have 
such faeries do jobs that require a 
lot of strength. 


Assigning goBs 


The faeries don't know what to do without you, and you have to guide 
their every r'novement. Start by assigning faeries to hunt and plow. As 
the village grows, move the faeries to the jobs more suited to them. 

Hunting, plowing, and growing food are alt considered outdoor 
jobs, and there is no limit to the number of faeries you can assign to 
these tasks. 

To assign other jobs, you must first have a house available. Choose 
the house and select the job you want the faeries inside to do. Any 
faeries inside the house 
automatically switch over 
to that profession. You can 
also assign new faeries to 
the house. 

You can put up to three 
faeries in a particular 
house. If you want to have 
more faeries doing that 
particular job, assign a 
second house. However, 
the only jobs that benefit 
from more than three 
faeries are Item and 
Weapon Shops. 









Be sure to assign new jobs every time you visit. 
This ts particularly important when the village is 
just starting out. 


Faerie colony 


^Pie ^otkx (Jjoard 

Whenever you visit the village, take a look at the sign by the entrance. 
The notices inform you of new births, jobs, and anything else that hap¬ 
pens in the village. Be sure to read them all! 



The first few times you look, the board is 
likely to be either empty or have only 
one notice on it. 




Later though, as the village grows, the 
board will be full of messages. 


You can't have a village without land, and you have to build on that 
land so the villagers have a place to live. Clear land by assigning 

faeries to plow. Plowing 



clears the trees and brush 
to make building lots. 

After you clear land, you 
need to choose to build a 
house on it. The same 
faeries that are plowing 
then move to building 
houses. Once they finish 
the house they go back to 
plowing. Building houses 
always takes precedence 
over clearing land. 


housing and plots and choose a house to 
demolish if need be. 


houses 
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All jobs except hunting, plowing, and growing food require a house. To 
use a house, first assign a job to it in the command window, and then 
assign faeries to do that job. There is a limit of three faeries per house. 

Even houses have statistics, which affect or simply represent the 
quality of work being done inside that house. You can see the basic 
utilization of the house by the length of the green bar on the com¬ 
mand screen. 

Houses also have a hid¬ 
den statistic based on the 
number of houses around 
them. If the house has 
neighbors, any jobs being 
performed inside will be 
finished more quickly, 
particularly the sale of 
new items in shops. 
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^Hunting 


The hunting job is the most important to any village. Without enough 
faeries hunting for food they would starve and die! The food reserve 
also affects the chance of a faerie being born, as well as the faerie's 
attitude toward you. 

Keep about one-third of the population hunting at all times. Assign 
the less able faeries to this task, saving the strongest and most intelli¬ 
gent for other jobs. 

You can encounter hunting faeries in random maps and help them 
out in their hunting. Using either Ryu's sword or Ursula's gun, run 
around and attack the animals in the field. The quality of the meat dif¬ 
fers depending on how fast you take down a wounded animal. You can 
encounter four types of animals. 


OayKc of fiuntSrw Sncounttr 



\) 

0 percent 

1 

H percent 

2 

H> percent 

5 

24 percent 

4 

28 percent 

5 

12 percent 

fj 

>6 percent 

7 

4ft percent 

8 

44 percent 


48 percent 

to jnd Up 

.12 percent 




M«rt 9 




Boor 

Bird 

Deer 

Bull 

HoasX 

flank Hoasi 

flank flank 1 

Lotn^ 1 oin.'i 1 
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Assigning one-ttiird of your population to 
hunting is a must! 


Ah. the joy of hunting. Perhaps it would be 
a bit easier with a gun of some sort... 



Well, what do you know; it /s easier 
with a gun! 


Meats can be very potent healing items! 


Rawing and (J}uUdtng 

When you begin the vil¬ 
lage, you should set many 
faeries to plowing and 
building. After a certain 
point, however, there is no 
more land to be cleared or 
houses to be built. 



A group of cleared lots 


Growing (jrops 


After a while you can get crops (seeds) on the tree in the village. You 
can gain several types of seeds from the tree, all of which can greatly 
help you throughout the game. The effect of the seed lasts until you 
rest, so for those long dungeons they can't be beat. 

Before you can grow 



anything, you must first 
assign some faeries to the 
task. Then, you need to 
apply fertilizer to help the 
crops grow. When the crop 
is ripe, use Ershin to knock 
the seeds from the tree. 


A fully bloomed tree 

harvest oflme 

The time it takes to grow the crops varies 
greatly depending on the type and intelli¬ 
gence of the faeries assigned to the job. 

If you want to get seeds fast, assign your 
smartest faeries to growing. It pays off, 
and besides, not many other tasks 
require intelligence. 




136 


PI\IMAGAME5.COM 






























































t hit nn r tUlitfml fat*rie, Mthfrm t hrn htiftirs. lor rivn ktz)- ^ ; 

fr^f'rJV^ fn/i/ 
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Pl*-y - ! 

i' iril 





1 1 / * * 



163 + 114 = 279. which means a harvest time of IG battles. One of the faerleti is 
diligent however, so that makes it only eight battles! 

^ertUlsers 

The fertilizers used impact the type and number of seeds. The four pri¬ 
mary types of fertilizer are any fish, Bird Drop, ScorchedRice, and 
Rotten Meat. 

All fish have a different number of “Fertilizer Points," Bird Drops, 
ScorchedRice, and Rotten Meats each equal one Fertilizer Point, but 
each has a unique effect that can make the crop far more powerful. 



ffsb T^rREzer Mwts 



1 

Jellyfish 

m 

Rainbou front 

1 

\ Ian-o -War 

11 

Bulfcat 

2 

Piranha 

IT 

Sea Bream 

2 

Blue Gill 

12 

Octopus 

3 

Bass 

16 

MartianSquid 

3 

Flving Fish 

17 

Tuna 

4 

Bloufish 

T9 

Black Porgv 

4 

Sneetfish 

20 

Dorado 

5 

Bruttiitdil 

23 

Salmon 

5 

Moorfish 

27 

Angler 

6 

Black Bass 

52 

Barands 

h 

Soa Bass 

38 

Spearfish | 

7 

Angelfish 

47 

Sturgeon 

a 

Trout 

64 

Acheron 

9 

riatfish 

64 

Whale 


To determine how many seeds you get, total the number of Fertilizer 
Points you have used. The maKimurn number of seeds you can get in a 
single harvest is eight. 

^ - 

1 ... 




0-7 

a-is 

16-25 

24^51 

32-39 

4m7 

4H-36 

37-65 

64 and Higher 


gT 

There are four types of seeds. Which type you get depends on the fer¬ 
tilizer you use. Each seed raises your statistics or abilities in some way. 

E/ementa/ Seeds: The most common type of seed, these raise your 
resistance to the various elements. 


farth Seed 
f ire Seed 
iloh Seed 
Phoeniv Seed 
Spirit Seed 
\ igor Seed 
IVater Seed 
Wind Seed 


Fire spells do less damage 
when you have a Fire Seed. 


tiirth rc^Ktitnce -2 
I ire resislance -2 
Healing nuigic strength -1 
Death resistance -2 
Vlind resistance -2 
Status change resistance +2 
U'ater resistance -2 
IVind resistance -r2 




Stat/stfc Seeds: These seeds raise 
your four basic statistics. 


Hard Seed Defense-10 

Sage Seed VVKdom - 10 

Speed Seed Agilits 

Strength Seed Poner - KJ 


uniy one Statistic Seed can be in 
effect at once. 


Parameter Seeds: These raise your hidden statistics such as accuracy 
and the ability to dodge. 


Dodge Seed 

Dodge ^20 percent 

Reflex Seed 

Actnrao - 13 percent 

Sight Seed 

Chance of learning ^ 30 percent 

Strike Seed 

Chance ol critical hit - 10 percent 

Target Seed 

Chance of counterattack '*■20 percent 




hr-!* 

S9 



1 Miv 


1 •P** 

z ■ 

1 ^ 

^ :Mi- *** H 

1 


1 ^ -* 



' 1 95^1 

1 - C ' ■ 

'f 1 1 


1 J ^ «j 


While nothing on this screen shows that a 
Parameter Seed is in effect, these seeds are 
extremely useful in tough combat situations. 
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accuracy +10 percent 

All elemental resKlance +1 

All elemental resistance +2 

Mind and status change resistance + I 

Mind and status change resistance +3 


Elixer 
Eliver 
Wassail 
Wassail + 


I' 

fMrmKtfT \ 

i-T ' 

Acheron 

Vlan-o-VVar 

Octopus 

Jellyfish 

VlartianSquicI 


Strike Seed 
Reflex Seed 
Dodge Seed 
Sight Seed 
Target Seed 


Say you wish to grow a Hard Seed. First you would determine what 
type of fertilizer to use; in this case let's use a Bullcat. To determine 
how many Bullcats are needed, you must calculate what will give a 
remainder of 1 (the value of the Hard Seed) when divided by 4 (the 
total number of Statistic Seeds). The Bullcat has 11 Fertilizer Points, 
and 11 divided by 4 is 2, with a remainder of 3. Using 2 Bullcats would 
give us 22 points, which divided by 4 is 5 with a remainder of 2. This 
still doesn't work. At 3 Bullcats we have 33 Fertilizer Points. Dividing 
33 by 4 gives us 8, with a remainder of 1. Because the Hard Seed is 
gained when you have a remainder of 1, you need to use 3 Bullcats to 
get a Hard Seed, and because the tola! Fertilizer Points are between 
32 and 39, you will get 4 seeds. 


(yetting the Qeed Y'ou ^Want 

Each type of fertilizer you use results in a different type of seed. The 
amount of that fertilizer will then affect which specific seed from within 
that type you will receive, as well as how many. 


Mixes are powerful and can 
easily turn the tide of battle. 
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^ li- 


1 

Wind Seed 

Hard Seed 

Reflex Seed 

2 

tValer Seed 

Speed Seed 

Dodge Seed 

5 

Earth Seed 

Sage Seed 

Sight Seed 

4 

Spirit Seed 

Strength Seed , 

1 Target Seed 

5 

\ igor Seed 

Hard -Seed 

Strike Seed 

6 

1 PtioenK Seed ' 

Speed Seed 

Reflex Seed 

7 

' Holy Seed 

Sage Seed 

Dodge Seed 

R 

l ire Seed 

Strength Seed 

Sight Seed 


Wind Seed 

Hard Seed 

target Seed 

10 

Water Seed 

Speed Seed 

Strike Seed 

11 

Earth Seed 

Sage Seed ' 

' Reflex Seed 

12 

Spirit Seed 

Strength Seed 

Dodge Seed 

15 

1 V igor Seed 

Hard Seed 

Sight Seed 

14 

I’hoenK Seed 

Speed Seed 

Target Seed 

IS 

' ItolySeed | 

Sage Seed 

Strike Seed 

16 

fire Seed 

Strength Seed 

Reflex Seed 

17 

Wind Seed 

Hard Seed 

Dt>dge Seed 

1R 

t\'aler Seed 

Speed Seed 

Sight Seed 

19 

T artli Seed 

Sage Seed 

target Seed 

20 

Spirit Sei'd 

Strength Seed 

Strike Seed 

21 

\ igor Seed 

Hard Seed 

Reflex Seed 

22 

Phoenix Seed 

Speed Seed 

l>odge Seed 

25 

ItolySeed 

Sage Seed 

Sight Seed 

24 

lire Seed 

Strength Seed 

Target Seed 

25 

Wind Seed i 

Hard Seed 

Strike Seed 

26 

1 Water Seed | 

Speed Seed 

Reflex Seed 


Angelfish 

Blue Gill 

Sea Bass 

Angler 

Brownlail 

Sea Bream 

Barandy 

Dorado 

Spearflsh 

Bass 

Moorflsh 

Siveelfish 

Black Bass 

Piranha 

Trout 

Black Porgy 

RainboH'Trout 

Tuna 

Bfutvflsh 

Salmon 

Whale 


1 

1 _ 




Bullcat 

FlatHsh 

flying Tish 

Sturgeon 
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Mixes: Rare mixes sometimes occur, raising numerous statistics or ele¬ 
mental resistances at once. 


HMi 


■i V 



Draught i - Poaer, Defense, Agility, and Wisdom +S 

Draught -i- - Poiver, Defense, Agility, and Wisdom -i-1(1 

Dark Draught - Chance of critkaf hit, learning, counterattacks, and 


Getting a mix is a bit trickier You have to add Bird Drops, 
ScorchedRice, or Rotten Meat after you add the base fish ingredient. 
For every one of the extra items you add there is a 25 percent chance 
of it becoming a mix. No matter how many Fertilizer Points you have, 
you only get one mix at a time. 

Once you know what type of seed you will get, you can figure out 
what it will take to get the exact seed you want of that type. First total 
up the Fertilizer Points you used, then divide by the total number of 
seeds for that type. What deter¬ 
mines the seed you get is not how 
many times you can divide into 
the total points, but the remainder 
after doing so. 


*6 






































Faerie colony 
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91 

1 iirfli Vi’t'd 

Sago Seod 

Rollov Seed 

92 

Spirit Si.'i'd 

Slronglh Seed 

Dodge Seed 

95 

V'ig(ir S44'd 

1 lard So cm! 

Sight Seed 

94 

MhiKmr\ SihhI 

Speed Seed 

1 argot Sot?d 

95 

lioK SL'i'd 

Sago Seed 

Strike Seed 

9b 

l ire Seed 

Strength Sood 

Rellev Seed 

97 

Wind Seed 

1 larrl Sood 

Dodge -Seed 

m 

Witlor Seed 

Speed Sood 

Sighi Seed 

99 

1 drill Seed 

Sage Sood 

largol Seed 


2i\ i 
12 / 
loa/ 
250 / 
100 / 
mil 7 
500 7 . 
1,(100 7 . 


Medlin^ f k'rb 
.Vnticffilc 
Panat^jj 

Ammonia 
\5lamin 
Wisdom Sc'ed 
Multi Vila mill 
Vitaminv 


20 / 
12 / 
100 / 
250 7 
250 I 
100 / 
aoo j 
500/ 


Healing Herb 
Antidote 
Panacea 
Ammonia 
Bamboo Hod 
Vilamin 
IVi^idom Seed 
Multivitamin 


While it takes a long time to accumulate this 
many seeds, it can pay off. 
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Three Bullcats go in... 


.. .and four Hard Seeds 


One. ^wo. and ^Tiree faeries 

Item Shops in the Faerie Village are great places to get rare and pow¬ 
erful items early on in the game. 

There are four types of Item Shops. Each corresponds with the four 
types of faeries: ordinary, lazy, diligent, and odd. If you want to get the 
best from all four types, you need to have a second Item Shop, 
because only three faeries can occupy a single house. Each faerie 
assigned to the house acts as a separate store. 

Over time the shops go up levels and get new items to sell Visit the 
village after you've fought some battles and the shops will likely have 
a new item or two. 




j 0?t%cTtt fmm^ 





sunt 

fenr 



27 

1 1 orth Seed 

Sage Seed 

Dodge Seed 

28 

1 Spirit Seed 

Strength Seed 

Sight Seed 

29 

1 Vigor Seed 

liard Sec^ 

hirget Seed 

50 

1 I'hoeniv Seed 

Speed Seed 

Strike Seed 

51 

Holy Seed 

Sage Seed 

Reflex Seed 

32 

l ire Seed 

1 Strength Seed 

t lodge Seed 

55 

Wind Seed 

Hard Seed 

Sight Seed 

54 

Water Seed 

Speed Seed 

Target Seed 

55 

Larth Seed 

Sage Seed 

Strike Seed 

5b 

Spirit Seed 

Strength Seed 

Reflex Seed 

57 

Vigor Seed 

Hard Seed 

I>odge Seed 

58 

Phoeniv Seed 

Speed Seed 

Sight Seed j 

59 

Holy Seed 

Sage Seed 

Target Seed 

40 

Fire Seed 

Strength Seed 

Strike Seed , 

41 

W ind Seed 

j Hard Seed 

Reflex Seed | 

42 

Woler Seed 

Speed Seed 

Dodge Seed 

45 

forth Seed 

i Sage Seed 

-Sight Seed 

44 

Spirit Seed 

Strength Seed 

Target Seed j 

45 

V igor Seed 

Hard! Seed 

Strike Seed 

46 

Phoenk Seed 

Spi^ Seed 

Reflex Seed 

47 

Holy Seed 

Sage Seed 

Dodge Seed 

48 

Rre Seed 

Strength Seed 

Sight Seed 

49 

Wind Seed 

Hard Seed 

target Seed 

50 

Water Seed 

Speed Seed 

Strike Seed 

51 

Earth Seed 

Sage Seed 

Reflex Seed 

52 

Spiril Seed 

1 Strength Seed 

Dodge Seed 

55 

V igor Seed 

1 Hard Seed 

Sight Seed 

54 

PhoeniK Sectl 

' Speed Seed 

Target Seed 

55 

i toJy Seed 

Sage Seed 

Strike Seed 

56 

Fire Seed 

Strength Seed 

Reflex Seed 

57 

Wind Seed 

Hard Seed 

Dodge Seed 

, 58 

Water Seed 

Speed Seed 

Sight Seed . 

1 59 

1 arth Seed 

Sage Seed ' 

target Seed 

60 

Spirit Seed 

Strength Seed 

Strike Seed 

61 1 

Vigor Seed 

Hard Seed 

Reflex Seed 

! 62 

I’hoenK Seed 

Speed Seed 

Dodge Seed 

1 65 

HoJv Seed 

Sage Seed 

Sight Seed 

64 

tire Seed 

Strength Seed 

target Seed 

65 

Wind Seed 

Hard Seed 

Strike Seed 

66 

Water Seed 

Speed Seed 

Reflex Seed 

67 

Farlh Seed 

Sage Seed 

Dodge Seed 

68 

Spirit Seed 

Strength Seed 

Sight Seed 

69 

V Igor Seed 

Hard Seed i 

Target Seed 

70 

Phoeni\ Seed 

Speed Seed 

Strike Seed 

1 1 

Holy Seed 

Sage Seed 

Reflex Seed 

72 

Fire Seed 

Strength Seed 

Hodge Seed 

1 73 ' 

Wind Seed 

Hard Seed 

Sight Seed 

74 ' 

VVatei’ Seed 

Speed Seed 

Target Seed 

75 

larth Seed 

Sage Seed 

Strike Seed ; 

76 

Spirit Seed 

Strength Seed 

Reflex Seed 

77 

Vigor Seed 

Hard Seed 

ITodge Seed 

78 

Phoeni:^ Seed 

Speed Seed 

Sight Seed 

; 79 1 

Moty Seed 

Sage Seed 

Target Seed 

80 

Fire Seed 

Strength Seed 

Strike Seed 

HI 

Wind Seed 

Hard Seed 

Reflex Seed 

1 82 

Water .Seed 

Speed Seed 

Dodge Seed 

85 

larth Seed 

Sage Seed 

Sight Seed 

' 84 

Spirit Seed 

Strength Seed 

Targel Seed 

85 

Vigor Seed . 

Hard Seed 

Strike Seed 

86 

phoenix Seed 

Speed Seed 

Reflex Seed 

87 

Holy Seed ^ 

Sage Seed 

Dodge Seed 

88 

Fire Seed 1 

Strength Seed 

Sight Seed 

89 

Wind Seed 

Hard Seed 

Target Seed 

90 

Water Seed 

Speed Seed 

Strike Seed 
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100 T 
210 i 
500 7 

500 7 
600 7 

000 7 
1,200 / 
200 7 

Vlofolov 

t lectrode 

Void Sphere 
Ovnamite 

Icicle 

Xapalm 

Taser 

BeltacJaana 




While the ordinary and diligent faeries have similar stock, the odd and lazy 
faeries have very different wares. 


1 

1 


^Weapon Qf^op 

One, ^wo, and 0Tiree faeries 

Every village should have a Weapon Shop, if not two! This profession 
justifies having a second house assigned to it. 

As with Item Shops, the shop's wares vary depending on the faerie's 
attitude. If you want to get the best from all four types, you need to 
have a second Weapon Shop because only three faeries can occupy a 
single house. Each faerie assigned to the house acts as a separate store. 

The number of items a faerie has for sale depends on the (eve! of the 
store. The maximum level is eight. As you fight battles the stores grow, 
as long as the culture level can handle it. 




130 z 

Bamboo Stick 

220 z 

Gldv^ Qomino 

3,000z 

Taeoum 

2,300 z 

Poison Ward 

3,000 i 

Dream Rm« 

5,000 I 

U\ 

5,000 z 

Balance Ring 

7,700 t 

Stunner 






10 / 

3,200 z 
fa,000 i 
fa,000 z 
4,900 z 
B,000 z 
25,000 I 
40,000 z 

Pointed Slick 

Short Skirt 

Hawk ^ Ring 
Aftemi^i's Cap 
Midden Dagger 
Hunting Cap 
Harmonic Ring 
Shaman s Ring 





130 z 

220 / 

4,500 z 
.5,000 z 
7,000 z 
7,000 I 
fa,000 z 
4,200 z 

Bamboo Stick 

Class Domino 
Speed Boots 
Wisdom Ring 

Sage s Frock 
Winged Boots 
Titan s Bools 

Ice Blade 


( Odd faem s 8todt | 


2,000 z 

iVlanlvCIothes 

300 z 

Talisman 

500 z 

Aura Ring 

500 z 

Life Sandals 

2 500 z 

l ire Ward 

2,500 z 

W ind Ward 

2,500 z 

Water Ward 

2,500 z 

LaiTh Ward 



It is up to you which store advances, though you might want to improve all of ttiem 
once the village Is at a significant level of growth. 


faerie 

The first faerie placed in 
an Inn just performs the 
basic Inn duties of giving 
you a place to stay. The 
Inn here is completely 
free though! 


There’s nothin' like a 
good night's sleep. 

g7\vo or oPiree faeries 

The second and third faeries placed in an Inn provide you with details 
about your game. The second faerie gives your statistics for monster 
encounters, number of times you've stayed at an Inn, fiow many times 

you've camped, and the 
total amount of Zenny 
you've earned. The third 
faerie tells you how many 
chests and dressers you've 
looked in, how many 
treasures you've found, 
and the number of times 
you've gone fishing. 


Wow, this faerie is 
psychic...or stalking you. 


Q^ardkln0 

and OPiree faeries 

Searching is one of the most lucrative jobs, as well as the most 
deadly. You can find many rare and unique items by searching, but 
your faeries could die in the process! Once you build your village 
past a point where it serves no other use, searcfiing becomes much 
more practical. Each faerie placed in a building allocated to searching 

for items can go on a different 
search. 

To search, choose the faerie to 
send, then select a region from 
the list. Each region has a differ 
ent difficulty level. The difficulty 
of the region determines the pos¬ 
sible items. 


8aad»€lm(» 




Level 1 

Level 2 

Level 5 

Level 4 

Level 5 

6 Battles 

11 Battles 

14 Battles 

17 Battles 

20 Battles 
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Faerie colony 


<J)eath in the ^efd 

Death is an unfortunate reality, even in virtual realities such as video 
games. Sending your faeries to search for Items can result in a fatality or 
two. To play the odds to the best of your ability, refer to the charts pro¬ 
vided here. To get an idea of the percentage chance of a faerie dying, 
just round the that faerie's HP to the closest number on the chart. 


Detmnimttt Seirds 


10 percent 
ft percent 
h percent 
4 percent 
2 percent 
20 percent 
\b percent 
12 percent 
H percent 
4 percent 
30 percent 
24 percent 
18 percent 
12 percent 
b percent 
40 percent 
32 percent 
24 percent 
Ml percent 
8 percenl 
50 percenl 
4il percent 
.30 percent 
20 percent 
10 percent 


Ah, there is the faerie with my item! 


0 


00 


15(1 

200 

250 

50 

100 

150 

200 

250 


UHl 


2(HI 


250 


too 


200 

250 


^teni •‘J^sufts 



Dtfficutty t: 



Apple 

Berrk'ji 

Spoon 


Aurum 

ChopUickii 

Toothpick 


Belltidonn^ 

ScorchedRicc 





Difficalrp 2 ; 


__ 1 

Bent Sc re IV 

Dirty filler 

Old Tire 


Burnt Plug 

Glass Shard 

Rusty I'ipe 


Didmoiul Ring 

Iron Scraps 




Rdrrier Ring 
tlijncer 
I nrl^ 




Ivory Dice 
\lytti\'iinmin 
Pldlinum Top 


Strd^v 

Stvisher 



IWff iculty 4 ^ 

- 

_i 

trab 

Life Shard 

Protein 

Deep Diver 

Tight Bangle 

Super Vita min 

1 at 1rog 

Magic Shard 





1 

Dragon Scale 

iMoon Tears 

Swallow L\v 

Tish Mead 

Power Tood 

Wisdom Svt'd 

: Ginseng 

Spiril Ring 



Chopsticks...Well, that's rather 
disappointing. 


Ah, a Light Bangle—now we're talkin'! 


Death notices are few and far 
between, but they are saddening 
nonetheless. 


I IV « 1 


mm 


^roops 


Faerie soldiers affect the 
damage level of the four 
Faerie Magics you can 
learn from the master 
Njomo. See the Faerie 
Magic section for more 
information. 


Charge! 
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i^iusic 


One faerie 


end 


to you by the 
the game. 


^wo faeries 


If you set faeries to the music job, 
you can listen to all the tracks 
from the game. You start off with 
only one song, but the number 
increases throughout the game. 

After every fourth battle you 
get a new song, but the current 
chapter limits the number you can 
get. You only get some songs 
after clearing certain events, and 
you only get the ending theme 
after finishing the game. 


The second faerie assigned to the 
music job sings special songs just 
for you—really weird special 
songs. Don't try to understand— 
just sit back and enjoy! 


^urum ^roiibtg 

One faerie 

Aurum Trading is like playing a miniature version of the stock market. 
The price of Aurum goes up and down, allowing you to buy low and 
sell high for a tidy profit, it 
is also one of the few 
ready sources of this 
important item. 

The market fluctuates 
with every fight you are in, 
changing at random. 

Check in every so often if 
you are looking to make 
some money. It takes 
some work, but the payoff 
can be great. 


Buying Aurum is like buying stock. Play it right and 
make it big. Play it wrong and who knows how 
much you can lose. 

^wo faeries 

The second faerie makes predictions about the market. The faerie's 
chance of successfully predicting the market is based on intelligence. 


tarth Seed 
Fire Seed 
I Inly Seed 
Phoerti.^ Seed 


Spirit Seed 
Vigor Seed 
Water Seed 
Wind Seed 


Id 

pC!r(;(*rit 

27 

percent 

55 

pert tint 

43 

percetil 

52 

periTiil 

60 

percenl 

OH 

percent 

77 

percent 

85 

percent 

‘)5 

percent 


One faerie 

By assigning a house to art, you get special artwork of the characters 
and creatures found in the world. 

After every fourth battle you get a new piece of art. The number for 
each chapter is limited though, so you can't get them all immediately. 

As this is a bonus and does not actually affect your game, don't concen¬ 
trate on this until you finish 
the more important jobs. 


Be sure to assign your 
smartest faerie to the role of 
predicting trends! 


A third faerie assigned to the 
Aururn Shop sells you seeds for 
eight pieces of Aurum. The seeds 
available are: 


The singing is interesting to say 
the least...Think they have 
professional training? 

^yhree faeries 

The third faerie placed does nothing but talk to you. 


This is the first piece of art you get. 
It sure is pretty to look at. isn't it? 


^■wo or oPiree faeries 

The second and third faeries 
the art job just speak to you. 


oPhree faeries 


If you are too lazy to grow your own 
seeds, you can buy them here! 
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Pressing the buttons rapidly won't get 
you a win—it takes timing as well. 

gJ"\vo faeries 


Prizes are hard to get in this game! 


The second faerie in a game 
house lets you change the names 
of your party members and the 
faeries. While this serves no true 
purpose, it's handy if you like to 
customize each character 


Changing names is fun 
and exciting for the 
whole family! 


oPiree faeries 

A third faene in the game house lets you play another minigame: 

Rock. Paper, Scissors. The idea is simple: rock beats scissors, scissors 
beats paper, and paper beats rock. In thjs variation of the game you 
play with cards, and you have two of each typje. As such, a bit of strat¬ 
egy is involved. 

Depending on the attitude of the faerie in charge of the game, his 
chance of drawsng a particular card vanes. Put an ordinary faerie in 
charge of the game, as they are the most predictable. An ordinary 
faerie has a 10/16 probability of playing rock, 4/16 of playing scissors, 
and 2/16 of playing paper on the first turn, in other words, always play 
paper the first turn! The exact numbers vary slightly with other types 
of faeries, but the general percentages still hold true. Lazy faeries will 
ignore the formula one-third of the time. If you beat the faerie two 
times in a row the formula will be reversed entirely. In this case, bring 
out scissors in the first turn. 


Ack! Paper didn't work! 


Random mode can either be very good, 
or very, very bad. 


gJ\vo or ^yhree faeries 

There's no advantage to assigning more than one faerie to this job. 


One faerie 

You can buy insurance at the 
chance during combat if you 
policies to take care of 
extenuating circumstances 
surrounding the battle. 

Unfortunately, there is a 
catch to having insurance: 
you won't get all the 
Zenny from combat that 
you normally would. Each 
premium added onto a 
basic policy increases the 
amount of Zenny you lose. 

If you have insurance, 
you can get a refund on 
the premium cost after 
winning 50 battles. 


<]^^onds 

Bonds Office, which gives you a second 
die. You can buy several types of insurance 


If you have a difficult battle ahead, 
insurance might help. 


Faerie Colony 


Qcmies 


One faerie 

If you assign faeries to this job, you can play minigames to win prizes. 
The first game you get when you assign one faerie is Kecak. Kecak is a 
rhythm game that requires you to press • and a to the beat provided, 
While the minigame is 
definitely quite fun on its 
own, what would a 
minigame be without use¬ 
ful prizes? In this case you 
can get three items. You 
can only get each item 
once, though. If you score 
more than 800 points you 
receive a Wisdom Seed. If 
you score more than 
1,200 you receive a Soul 
Gem. if you score the 
maximum of 1,500 points 
you get a HarmonicRing. 


Kecak can be extremely difficult. It takes a lot of 
practice before you stand a chance of getting 
the high score. 


After the first turn, it is a bit more varied because of the removal of 
certain cards from play. From that point on play the odds. If a faerie 
has one rock and one paper but two scissors, you should play a rock. 

You receive points equal to the number of your remaining cards 
because, when you win, you keep both your own and your opponent's 
card. If you lose a game, you lose all your points. The items you can 
buy with the points are: 




1 

Soul King 

1 30 points 

i 

IS points 

MtcJd.'i Mone 

8 points 

iMil 1 

4 points 

Uross Shoes 

2 points 

MultiMtiimin 

1 point 


In addition to the norma! game, you can also play a special random 
mode. While the percentages remain the same, the cards you have are 
randomly drawn. 


r-^ 

■ ' ^ J 1 . V 



1 

1 

/enui 

Bask Policy 

- U'hen defedlcd in cumlidt, you restart 
the bditle dnil recover HP , 

8 percent 

rieallli Policy 

- Kecieve one \ itamin per chdracter 

1 percent 

Retretit Polk\ 

- You reco\ or and can Bee from battle 

2 percent 

Medical Policy 

- All AP ¥xill be restored 

3 percent 

Dragon Policy 

1 - \oti can reuse Dragon magic 

5 percent 
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Faerie Attack can be simply devastating 


Lxrm Bomb Omikc 
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Powerful healing magic is always a must. 


Njomo can teach you the powerful 
Faerie Magic! 


Mwahahahahaha! Feel the power 
of the swarm! 


A particularly powerful orchestra 


Charge! 


^War ^out 


Obtained: You get War Shout once there are 16 or more faeries in 
the Faerie Village. 

Effect: Raises the power of the front row characters by a percentage 
based on the number of troops and musicians. 

Details: To use the spell at all, you must first have at least one faerie 
musician—not just troops, as with other Faerie Magic. 

The total number of faeries assigned to the troop job—and in this 
case the musician job as well—affects the strength of the spell. If you 
have a troop faerie and a 
musician faerie, then your 
power is raised by 5 per¬ 
cent. If there are three 
faeries your power is 
raised by 10 percent. 

With any number over 
four, the spell strength 
varies a lot more, and the 
level of the faeries also 
comes into play. 


faerie Charge 


Obtained: You get Faerie Charge once there are 20 or more faeries in 
the Faerie Village. 

Effect: Faeries circle your enemies and then all charge inward at once. 
Details: This spell requires at least six faeries assigned to the troop job. 
The faeries randomly 
attack enemies, using the 
spell caster's accuracy. The 
primary influence on dam¬ 
age is the faerie’s HP— 
which acts as their 
strength—and the level of 
the troops. 

Because of the nature of 
the spell, give it to some¬ 
one who has high accuracy. 


faerie 


Obtained: You get Faerie Attack once there are eight or more faeries 
in the Faerie Village. 

Effect: Faeries come swooping down, dropping either small or large 
bombs onto your enemies. Damage is a set number based on the 
enemy's defense. 

Details: The number of faeries that attack is the same number 
assigned to the troop job. The damage calculation for each faerie is 
the same, but which enemy they attack is randomly determined. 

While they usually only drop small bombs that hit a single enemy, 
there is a chance a faerie 
will drop a large bomb, 
hitting all enemies and 
doing a lot more damage 
as well. At higher levels, 
the chance of a large 
bomb is actually greater 
than that of a small bomb! 

Refer to the following 
chart for full details. 
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After you raise the village to the point that you can assign faeries as 
troops, you may use special Faerie Magic in battle. To learn the Faerie 
Magic you must first pay a visit to the master Njomo. She teaches you 
up to four different spells, all of which are dependent on the number 
of faeries in the village. 

Faerie Magic can be really strong, so the more faeries assigned to it, 
the better. 


faerie <]^eaih 


Obtained: You get Faerie Breath once there are 12 or 
more faeries in the Faerie Village. 

Effect: Restores HP to all party members and has a chance 

of curing status ailments. 
Details: The amount you 
recover depends on how 
well the faeries like you— 
indicated by the heart 
icon—and the level of the 
faerie troops. The chance 
of having status ailments 
cured is also determined 
by the average of how 
well the faeries like you. 








































([Rasies of 


Rods are scattered throughout the world. Some are found in dun- 
geons* while olhers can be bought in shops. Rods are the backbone of 
your fishing ability, and without the best you won't stand a chance 
against the likes of the fish found in the ocean depths. 

Rods have several allribules, One is the obvious benefit of sheer 
strength A more understatedi but $111 vastly Important attribute is 
range. You can't always use the strongest rods lo catch fish, as they 
cannot always reach the hsh that live in faraway areas, 



Thfi Angling Rod packs Iho most range, though its balance leaves much to be itesifed. 


Glares 



Each lure has its own unique prop- 
erties: For example, some sink 
while others float. Each lure type 
also entices each fish differently. 
Some fish may bite a particular 
lure whenever they can, while oth¬ 
ers won't touch it at all,. 

There are eight types of lures, 
with six of those types having 
three different levels, making a 
total of twenty lures. 


Use the top buttons to switch between 
(liffeirent lures qinckiy. 


^Cbes of ^ish 

You can catch rriany types of fish* each possessing unique properties. 
Most act as healing items when used, while others damage your 
opponents In combat In 
general, the rarer the fish, 
or the later in the game it 
is available, the stronger 
its effect will be. 

As an alternative to 
using them as items, fish 
are currency for the mer¬ 
chant Maniilo at his many 
shops. They also serve as 
potent fertilizers for 
growing crops in the 
Faerie Village! 


^isfifna locations 


On your way to 
Sarai! you come across a 
spot in the road. Enter 

the area, and you will be 
In a canyon Leave via the 
side exit. This opens up a 
new path Lo the south of 
the "?" spot, taking you 
to the game’s first fishing 
location. 


<I^iyerQi>ot I 



Rfthi Jellyfish, Sweetfish. Trout, RainbowTrout 



Location: On the road to 
the Sand flier Wharf north 
of Synesta you encounter 
a spot Go inside and 
then read the sign there. 
After you leave* a path to 
the east opens up. 
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Ocean Qpoi 1 


\nion At the beginning of 
Chapter 2, take the road to Shyde 
from Ludia. Along the way enter 
the spots and find the sign. 
Look at it, then open up a western 
path to the fishing spot. 


Fish Man-o'-War. Flying 
Fish, Blowfish, Sea Bream 



(^iver Qpot 2 


■ : nt*©n After you reach the 
Kaaq Woods, just after visiting 
Wyndia for the first time, speak to 
the fisherman in the first screen of 
the woods. He tells you about a 
great fishing spot. Leave the 
woods and a path opens to the 
north. 


Fish Jellyfish, Trout, Browntail, 
RainbowTrout, Salmon 



Ocean OfHri 2 

Locdtioo After you arrive at Lyp 
by ship, take the ship back out 
and head upward. You reach a 
blue flag. Explore there and you 
arrive at this fishing spot. 


Fish: Man-o'-War, Sea Bass, Flatfish, 
Octopus, Bonito, Spearfish, Whale 


^l^eQpot2 

' : On the way to the 

Jungle from Lyp, eriier the ' 
location, and exit via the side 
path. It takes you east to the fish¬ 
ing spot. 


Bass, Piranha, Blue Gill, Black 
Bass. MartianSquid, Dorado 





Qafdhte 

bocatjon You automatically 
encounter the Saldine Spot while 
on the Flats, during Chapter 3. 


Rill Moorfish, Blomrtish, Sea 
Bream, Black Porgy 

^ke 3 

Locabon; When you reach Chiqua, 
speak to the fisherman on the 
docks. He tells you about the spot 
to the north. Leave the town, and 
the path there is open. 


Ftih. Jellyfish, Angelfish, Black Bass. 

MartianSquid, Dorado, Barandy 

(J^iver Qpot 3 

Location: After you go to the First 
Emperor’s Tomb with Ryu, go to the 
"?" map to the west of it. This is the 
same burning forest map from Fou- 
Lu's scenario in Chapter 1. Go up the 
mountainside to the burnt forest, and 
leave via the southern exit. This opens 
the new fishing spot. 

Ftp* Sweetfish, Trout, Browntail. 

RainbowTrout. Salmon. Bullcat, Sturgeon 

Qpot 3 

Loci*tiOn: Enter tlie "?” map on the 
path between the Highway and the 
’*?" map just south of Kwanso. Look 
at the sign there to open a path to 
the w€?st, leading to the fishing 
spot. 


Flying Fish, Sea Bass, 
Flatfish, Octopus. Bonito, Angler 

Otamba Qpot 

Location: During or after Chapter 
3, return to North Chamba via the 
back entrance. Go inside and fight 
the Angler here to open the fishing 
spot. 


Fish lellyfish, Bullcat, Acheron 
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t (Mind Thi^ i^ the type of forrain in whkh yon tvill likely 
find the ft^h. 

r)epth Ttip» h the depth of tvaler the n*ih inhabits. The darker the 
water the deeper it h. 

\\d\ Mamina The bigger the fish, the more stamina il has. 

Mit\ %i/Lv Lath type of fish can only get so big: this is the 
maximum sim in centimeters. 

\lii\ I'oinls This number Is the most fishing points yoo can get for 
that fish. If vou get the maximum points, a crown 
appears next to the frsh's data. 

I ore t ompatiliilit^ The lower the number, the higher the chance 
the fish will bite that lore. 




, 'j^Mynub 


touiid Rivers 

Stax Stamina 30 


and l akes 

Max Si/e: 30 

i 

!V|ith Shallow 
and Moderate 

Max Piiinis 80 

! 



ilur* C'wauiif.'.nf > 


SpinntT I) 
sunder 0 


liifi 0 

Minnow 0 


I rog 0 
Uomi: 0 


Vpoon 3 
king I mg- 0 




biriiiiUi 


found lakes 

Slav Si#r 40 


Depth Any 

Max Slamrtui 60 

Max ISiints 150 

1 



fl 





Spinner: 2 
Hinder 2 


top 0 
Stiiiiiiiw tf 


I roB 0 
Worm 0 


Spoon .3 
King I rng (J 




iiil'ju 


1 ouiid. Lakes 

\t.i\ M/I' hO 


Depth Any 

\\,i\ i’lijnK 200 


Max Stamina 80 


1 



1 





Spinner' \ 
Hindis: \ 


flip- 0 
Minnow I) 


I mg 1 
IVorm-. 1 


Spoon: 5 
king f mg: U 


m 




tiiumi lakes 
tH'pth , Any 
Mii\ Stamina 70 


Max Si/e: 50 
Max Points 250 







Spinner Q 

lop X 

frog: 2 

Spoon: 3 

Ulitder 0 

Minium; X 

Worm 2 

king frog 0 




tound: Rivers 

Max Stamina 45 



Depth Shallow 

Max Si/e: 25 

fl 

1 

and Moderate 

Max Points; 150 

- ' i 

1 




1 




_1 

_ Lun 

OjurM-rnt? 

! • 


Spinner 1 

ttip; 0 f rog 

1 * 

»pnt>n 5 

Hinder 1 

\tinnou 0 Horm 1 f 

ving f rog 0 




found: Rivers 
Depth: Any 
Max Stamina: 100 


Max Si/e 70 
Max Points 2.10 



L',in Cvr/jydilifll;* 


. J ’ ■ , 

j Spinner: 0 fop- I 

1 rog. \ 

Spoon 3 

Hinder: 0 Minnow 1 

Horm: X 

king f rog 0 






Spinner X 
Hinder X 


Inp: 2 
\tinruwv 2 


f rog: 2 
iVomi 2 


Spoon: 3 
King trog: U 


fln'.i'ilfiub 


found Lake 

\la\ Si/e: 30 

Depth: Shallow 

Max Stamma' 70 

Max Poinlv 250 


Lan Z’^jnni\iv}Sii/ 



S|itniiiT 1 

i<i,i 1 

IroK I 

Spoon: 3 

VViiiiler: 1 

Mrrirnm: 1 

Horm 1 

king 1 rog: 0 


KrM 


f ound: Rix ers 

\t.i\ Si/iv 40 


Depth Any 

\tiiN t'liints 200 


1 \ta\ Stiiiniiia: 90 


li 



I! 





Spinner 1 

lop^ 1 

trog: 1 

Spoon; 3 

VViriiler: 1 

Minmwx: 1 

Homi: 1 

king f rog: 0 


Kuujy'j'.y Ovui: 


1 uund: Rivers 

Vlax Stamifia. 120 


t VpLh: Shalloiv 

Max Si/c: 70 


and Moderate 

Max Points 350 

■ 



f 



1■_ ^Lir:: 

■■j 


: Spinner 1 Tup: 1 

‘ VMnder 1 Minnaxi: 1 

rrog: X 
iVorni X 

Spoon: 3 
king 1 mg: 0 
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.ciulbir 


J ound: Rivers 

M(i\ Sliimina: ISO 


Depth iVloderdte 

V!ii\ Swe 80 


and Deep 

Wax ISimlv 380 

i 



I 



4 B ^*jn iUj.( I 

Spinner; X lap: 4 

1 rwji 3 

Spoan 3 

Winder- X Vlinnaa 4 

Worm: 5 

King 1 nig 0 


c 




Found: Lakes 

Wax Stiv 70 


Depth Moderate 

\1a\ Potnis: 350 


and Deep 


i 

Mav Stamina; 130 


1 



4 Buf'* 


Spinnrr' X 
V\inai’r: 2 


Ut\y X 
Minnmi : 2 


Trai; X 
IVorm: 2 


S|Kimi 3 
k\n" f rtjj«: 0 






D'jrtid'j 


F ound: Lakes 

M.i\ "li/i': ‘>0 

Depth Vtoderale 

Vl<i% i'aitiK 400 

and Deep 

i 

Max Slamina IhO 

B 


__ i 





SpinncT X 
V^indvr X 


Inp: 5 


IrtiK 5 

Worm 3 


Spdcin 4 
Khi^ f mg: 0 


onlsiMi, 


round. Rivers 

NJiW Si/r 140 j 

Depth Any 

\lri\ 1‘ninK 400 | 

Mav Stamina 170 

■ 


.. B 



' -» r- ’ . 


■■K 


Spinner- X 

lop 5 

froB 4 

Spoon 4 

1 Winder. X 

Mitiiiou. 3 

V\arm: 4 

King i mg: 0 



3tiiHuidy 


1Dund Lakes 

Max Si/e 200 j 

l>epth: Any 

Max Roints: 700 1 

Stax Stamina- 200 









Spinner- X Tnp: X 

frog 4 

Spann: 5 

Winder: X :Minnoa:X 

VVorm: 4 

King Frog: 0 




fuLiiid Rivers 
Oi'piJr iVloderdle 
and Deep 
Wax Slamirw 230 


ViiU Si/r 220 
Wax Piiinlv 700 



iiiLr: 


Spinner X 
t\in(liT X 


lop X 
Vlirui(o% X 


I rti^; 4 
Worm 4 


Spotnt 5 
Khii; f 0 



b*Ar: Ov//jt/ur?/lD 


Spinner 0 
Winder 0 


lup 0 
\1jmHii% 0 


i riji; 0 

Warm 0 


Spaaii. 3 
King I rag 0 


r 


M/ujm H-jl> -A 


1 cinnd: Oceans 

VIdx Stamina. 00 


Depth: ShaOoiv 

Max Si/e; 35 


and iModerate 

Mdx Rornts 150 

1 



1 



Bur: 


Spinner 1 
VXinder I 


lop 0 
\1iftnoa 0 


I nig I 
V\i>rm 1 


Sfioan 3 
King 1 nig 0 


sjhvjti'j'u 


loiiiid Oceans 

Max Si/e 50 


Depth: Any 

Max IHhnK 200 


Wax Stamina' HO 


■ 



1 



Bur: O'jiuu'iLiWilj 


Spinner: T 
Wimler 1 


lop X 
Viimum: X 


trng 1 
V3nnTi 1 


Sponit 3 
King t rug: 0 


Phji'fltjif 


(ound: Oceans 

Max Siiiiiuna 80 


Depth: Shdllmv 

Max Sf/e 30 


and Moderate 

Max Ruints 200 

1 



1 



Spinner; 

IVinder: 


ra f-* ■’i - 


lap 2 
VUntum : 2 


I rug 2 
Wortn 2 


Spann: 3 
King \ rug. 0 


f • ff 

■zJTii hm-j 


Found: Oceans 

70 


Depth: Any 

\l<i\ PoiiiU 200 


\la\ Stamind: 75 


1 



B 




Spinner: 1 Fop: I 

1 rORL 1 

Spoon: 3 

Winder: 1 Minnoixt 1 

Worm; 1 

king f rog: 0 
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% 





\tHml Cke^ns \\a\ Si/r 70 

lU-plh i\n\ SUi\ P'lniils 301) 

\I*H Siamirw 120 


SpimuT X 
tViiidrr X 


lup 2 

Miniiim 2 


lrt»i; 2 

IViirm 2 


Spiavri. 5 
Kinir f 0 




j utind Ocean^i 

Mii\ Viaminit ISO 

j 

11 up III Moderate 

\Ut\ Si/u 80 

1 

and t>eep 

Min ISiinls 350 

B 



L'.ir-: 


Spiiiih r \ 
UniilrJ I 


tup X 
Mmuivu 2 


I riiii X 

Uurm 2 


Spiitin 3 
Ktnj; I ru^ 0 


jJf'JiUi'J 


1 ootid Ocoan^ 

\!ii\ St/f 120 

lii'ldh Any 

Miiv MiiiiiJiiii 130 

Vlj\ f><iiiit\ 4IH) 

■ 




B 





SpjfiniiT X 
VViulicr X 


lop 2 
Mitouin 2 


I ro*; X 
Uurrii 2 


Spuuii; 5 
kin^ i rii^ 0 




loond Oceans 

Ma\ Sire 70 

li 

liepth Anv 

VUn Sliiininii 170 

\l*iv tSiiiits 400 

i 



1 




f _ m 


-V i 

- 

1 

mm 





SputtiiT X 
Wimlt'r X 


Tup 4 
Vttniiim: 4 


i rog: % 
IVorm 5 


Vptioti . 5 
Kin^ t ro^ 0 


r 


HiimK'i 


liiinid Oceans 

Mav Miimina: 2<MI f ^ 

lk*filh Moderale 

\|JV ‘liiiv 140 1 - r 

and Deep 

May ISiint^ 430 ta^^9H9 











Spimicr X 
IViiidi^i': X 


lop- % 
Miniiuo: 3 


tro^ > 


^poon: j 
k«Ou t rug: 0 


PRIMAGAME5.COM 



tiKmil; Oceans 
Ih'tilh Shallou' 
and Moderate 
\la\ SlumiiM 200 


! 1^. 


ilB 


Spinner 3 

lop 4 

1 roft X 

Spoon 5 1 

IVinder 3 

Vliniuin 4 

Uiirm X 

King 1 nig 0 1 



Vibul 


t ootid Oceans 

Miiy Stiimina 255 '' 

Depth Moderate 

Mat Si/u 250 i 

and Deep 

\U\ WmiK 999 , ■■□■1 










Spirtfu^r: 5 
Uinikr- 5 


lop 5 
Mifiruio 3 


(rug X 
VVono X 


Spoon X 
King I rug: 0 




1 uund Chamba 

\U\ SUimiiiit 120 j* * 1 

Ikplb: Shailun 

Ma\Si/u 50 . 1 

and Maderate 

VUn ISnnls 500 


BH 


mbm 





Spiiiiii-r 4 
VSinder 4 


hip 4 
\1irtriuo: 4 


I rog 4 
Uoriii: 4 


S|nHin 4 
King I 0 









Kud 

Poicer ’ 

Range 

lUitant e 

Obtained j 


Angling Rod 

4 

3tlm 

1 

1 vp VUinillo Shop ' 


Btimhuo Rod 
Deluxe Rod 

2 

2 

23m 

IHm 

1 

2 

VVyndia Vlanillo Shop | 
Chest in Saldine Flats 

1 

\ taster s Rad 

4 

25iii 

3 

Master Gyosil 

■ 

Spanner 

3 

23 m 

2 

Master Gyosil 

’ 

Wooden Rod 

1 

15m 

2 

Sarai Sliop i 

k 


A- A-' ■ ii 
























































fvpti The type of the lure determines which fish will bile, 
leveJ: The higher Ihe level, Ihe more likely a fish will bite. 

Speed: This refers to the speed of movement ond sinking. 

Snug. Every' movement has a chance at snagging on nearby 

objects. This is the chance Lhal ihe snag ivtfl break the line, 
Vtliijn Some lures sink when moved and float when 
stationary^ or vice \^ersa. 


hpe: Spinner Level 1 Speed: 2 

le^et 0 Snag 4/52 

Uliort Sinks when moved, floats 
when station a rv 
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Utioii: Sinks when moved, floats 
when stationary 


Vction: f loats when moved, sinks 
when stalionarv 




Upe: Spinner Level 5 
I eyet 2 


V|R'ed 5 
Snag 3 52 


Ty pe; V\'inder Level 3 
I ey ei‘ 2 


SpiH*d I 
Vniig- 1/52 






ST 


Oil 11 
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ir’: 


IT 


^(ures 


uir» 




initv. 




Lvj'ttif'ii' 


type VVinder ley el 1 
leyei; (I 


Spi-ed I 
Snag: 5 52 


lition. Moats when moved, sinks 
when stationary 


fij'jkl C 


Ft pi': Spinner Level 2 

Speed 2 

level: 1 

Sn.li- 4/32 

Action Sinks when moved, floats 

when stationary 



[ _ OtJii'.i'ii'L- 


fy pe: Minnow Ley ei 2 Spi^iHl 2 1 

r 

level 1 Snag 1 32 

\ 

Vction: Floats when moved, sinks 


ivhen stationary 

•%T . 


( rlutby 


ly pe: topper l evel 2 

Speed. 0 " 

leyei 1 

Sitiig 0 32 ^ 


* 

Vction Ahvays floats 





^ rZ ^7T 

r 

h pe Topper Level 3 Speed 1 

1 ey el: 2 Sruig: 3, 32 


Vction. Sinks yylien moved, floats 
when stationary 




r 

type: iMinnoiv tey'el 5 Speed 4 

1 eyel 2 Snag 1/32 


\ction Sinks when moved, floats 
when stationary 



i BkjiiC-'ji' . 

w 

ty pe iVtinnoyv Level 1 speed: 1 

leyehO Snag 2.32 

/ 

Vitiorr Floats when moy ed, sinks 
when stationary' 













































iellyllsh (3 i5) 

RainhonTroul Bro^vtilail (\ 6 ) 
RainbowTroul (\ 2 ], Troul (\ 2 j, Sv^eelfish 
Sm*etflsh (x 5 ) 

RIack fxS], \tartianSquid (x 5 ), Ras§ (x 3 } 
BJatk Bass U 3 ), Blue Gill (x 3 J, Piranha (x 3 ) 
RainbotvTrout [%5l Browntail {x 6 ) 
Troul 1 x 5 ) 


Aurum 
Bell Collar 
Broad Sword 
Earth Claws 
Firangi 
Flail 

Holy Mantle 
Ruby Scepter 


> ' FI 5 HJNG 


f j^-* » ■* , 

JMilu r'j'JK 


fiju' Other 
Level B 


Speed: I 
Snag: 0/52 


Adion: Floats when moved, sinks 
when stalionary 


Throughout the world, the fish man, ManiHo, sells you items in 
exchange for fish. Some of the better items in the game are available 
this way, so take the time to earn enough fish to buy his waresl 




Rem 

Cost in Fish 


Aurum 
Dragon Scale 

Sea Bass (x 3 ) 

Bonito, Octopus, Flatfish 

K| 

Ginseng 

Bonito, Octopus, Sea Bream 

y 

Headband 

Bonito, Sea Bream, Flatfish 

1 

Icicle 

FlaLHsh (x 5 ) 

Moon Tears 

Speartlsh, Sea Bream, Flatfish 

d 

Napalm 

Sea Bream [x 5 ) 

k 

laser 

Octopus fx 3 ) 



r 

^vel 2 Sneed; 1 * 


h^ie Frogger Level 
level: 1 


^peed; 1 
Snag’ 5/52 


UlHiii: Sinks when moved, floats I ^ 

when slationan ' 




Upe Worm level 3 
I evel 2 


Speed 1 
Snag 1/32 


Vihin; Floats when moved, sinks 
when stationary 


1 _ 'rni Y 


T\ pe: Frogger Fevel 3 S|ieed 1 

1 evel: 2 Snag 3/52 


Ution Sinks wfien moved, floats 
when stationary 





SptTd- tl 


;ti 


hpe Other 
I v\ el 0 


Speed 1 
Snag 0/52 


\i Uiin Floats when moved, sinks 
when station<irv 


PI\IMAGAME5.COM 


Speed: 1 
Snag 1/32 £* 


o'{n\Vr\\)i 


Kpe Worm Level 
1 1*\ el: 0 


Ulion; Floats when moved, sinks I 
when stationary 




















































Aurum 
Chopsticks 
Forte Armor 
Giiint Club 
Holy Robe 
Power Clove 
Repedter 
Skyil Sldff 


Seo Boss(\5) 

MdrlianSquid \\2], Octopus (\2] 
Spedrflsh, Angler, Flatfish (x5) 
Black Porg> (^2). Sea Bream (y6) 
Spearfish, Angler^ Octopus (stSl 
Black Porgy (x2|. Sea Bream 1x6) 
Spedrlish, Bonito (x3) 
Jellyfish [xlU], Vtan oWar {xIO] 




Hem 

Astral Ward 
Aurum 
Barrier Ring 
Body V\'ard 
Diamond Ring 
Light Bangle 
Soul Ring 
Topaz Tear 


t ost in I ivh 

Dorado, Black Boss [x4], Bass [x6] 

Bass (x3) 

Salmon, RainbouTrout (x2), Broivntail [x4) 
Dorado, Black Bass tx4), Bass [x6) 
Salmon, Rainbow'Trout (x2), Broivntail (x4) 
MarlianSquid (x2], Blue Gill (x2], Piranha (x4) 
Sturgeon, Salmon (x2), Bulkat (x2] 
Sturgeon, Salmon (x2), Bulkat (x2] 
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j d:l/nib 




Hem 

1 rtsi in i ish 

Angling Rod 
Aurum 

Crab 

Dancer 

Deep Diy er 
fat Frog 
Platinum Top 
Swisher 

Salmon (x2), Oorado jx2), .VlartianSquid (x2) 
Bass 1x5) 

Black Bass, Blue Gill, Piranha 

Black Bass, Blue Gill, Piranha 

Black Bass, Blue Gill, Piranha 

Broivntail, Trout, Sweet fish 

Brown tail. Trout, Sweet fish 

Braivntail, Trout, Sweet fish 


£jvhyr;l jdiUlUb 



t ost in Fish 

Aurum 

Angelfish. Moorfish 

Culverin 

IVhale, Sturgeon (x2}, Barandy [x2) 

I Cupid s Lyre 

Spearfish, /\ngler, Black Ikirgy 

F a rth breaker 

IVhale, Barandy, Dorado (xSj 

Mealing Ring 

Spearfish, /Vngler, Black Porgy 

lvor> Dice 

Angelfish (x5), Moorfish (x5) 

Life Armor 

Whale, Sturgeon, Bullcat (x31 

Star Dress 

Whale (x5), Acheron (xB) 


'*Trj ) /hiui\yo' 


Hem 

Lost in fish 

Aurum 

Man-o'War (x53 

Bamboo Rod 

Sea Bream (x2) 

Flattop 

Blowfish {\2) 

Gold Top 

Blowfish, Flying Fish (x2) 

Hanger 

Blowfish [\2) 

Tail 

Flying Fish (x5) 

Toad 

Flying Fish (x5) 

Warbler 

Blowfish, Flying Fish i%2) 


II erery foiolmn \hindlo o/sft \#*IK i/ruis itt ruiumqe htr SHnup 
Caniy thr mniUthtr iinm on* f/ir stmje (‘j eryn bem Loo (|i*i Sfonrp 
Curdy hvpiOT fins Ufa rlrms Injm Don din 


Hem 

i ns( in 1 arils 

Coupons 

25 

FTragon Tear 

51J 

Fish-head 

5 

Finked l^ole 

75 

Linked Pole 

3 

Power Food 

3 

Render 

99 

Swalloiv Fye 

3 
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None 


Pilfer 


Steal is ene ol the mast 
useful abilities in the game! 


htinik Iiiffrv. Vfij/ fjr^f vmtmttitr him n hih^ mi ymir 
i%ny hr ihi* Dum, offer Rui'\ (irrwin aimui * Ufrwiij. 
ffriilr 


hiT Alertness -^-20 perteni 


fcldy Do % hits or more in a 
I Lombo iiUaek 

Plateau Do 10 hits or more hits 
in a combo allack 


Giu?ie^ mifior wind dam 
age on a single target 

Causes moderate earth 
damage on a single target 


ff/denid. Jffer van tirv inminis^kmfd In .Aforfat tn timf ihi' thwf 
trim \lnU* fwm hiiii ynu rnumntvr !ibid and twvv Ui (dh h him 
Jlivmaril rt^lurn hi Ihv fhdrvtjt mid vnn </jn npprrnfirr' vmsmdt to Sifjft 
fdfb 




m 

I ' :ler ■. 

' igi fh' 1 

/i> ! - ^ 

0 

0 

0 

L 

0 

tf 

0 


Accuracy +5 percent, Dodge +5 percent. 
Alertness +5 percent 


(Masters 




Y 


Stall is harmless. 


Magic Bidl 


Do l.i hits or more hits 
in a combo attack 


Flame 

Pillar 


Do 20 hits or more hits 
in a combo attack 


Causes damage based on 
25 percent of the target's 
defense 




The master system is simple. As you go through the game, you come 
across the various masters. IF you meet their individual prerequisites 
they will teach you skills arid, in one case, give you items. You must do 
increasingly difficult tasks to make them teach you each of the follow¬ 
ing skills. 

(WiCfs 

The wills are special skills that are automatically put into effect when 
you tutor under particular mastei. You cannot choose to turn wills on 
or off; they are totally uncorttrollabfe and are activated automatically 
based on pure chance, 

Qtatistic (])cmuses 


MA5T£a5 


Cduse!^ moderate earth 
damage on a single target 




In addition to the skills you can leam and their wills, masters also serve 
another important purpose; they give you a statistic bonus for each 
level you gain. Unfortunately, they can also give statistic penalticjs. 

The statistics each master gives and takes are based around his or her 
personality. For example, those who tend to concentrate on more mag¬ 
ical attacks often give AP ar^d wisdom bonuses, while penalizing HP 
and strength. 




Steal 


Coward's 

Way 


Do 3 or more hits in a 
comho attack 


Steal an item from enemy 


Causes damage based on 
how many times you've 
fled from battle 


Obtain dO or more 
different types of items 


fVomrf f ihnivr Jnd thitir AthT yiMtinif IForr'iU im 
itw /inf firof, halm. Hpvuk ht Uim, and vbe /iff/nn yau U* 
twnmw tm uppmthtv if nm fun e Mttirwfidh thmr a tmidm attmk 
hn 171 fire f/iofi WtfO damaqr. 

mid 


12 2 


j Super 
Combo 


Do l,3IKI or more 
damage in a combo 

Do 5,0(>li or more 
damage in a combo 


Do 10,000 or more 
damage in a combo 
attack 


Steal an item from enemy 
and do damage 

Number of hits is equal 
to how' many buttons 
you press 

Randomly hits enemies 
ivilh A~1 attacks, and 
user loses 2S percent life 


Pilfer., .the difference 
between being a pickpocket 
and an armed robber. 
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/fi^/ ilu' mtith l/ifrj ftti in i tuipltir 1 htkv thr i^t^Urn 
\tdn path itttm thi^ mrfiUvm wail front Urni ten Ut ri-aiti her house 
In ifrt Iwr lii Iftifli u/(J, »«ii fpxiJ f hH/#n/ the fnrries in thr 
favrie MlhiQr 
I'ique 


Dodge ^5 percent 


After you have 8 or more 
f aeries in the Faerie \ illage 


Attack enemies with 
various bombs 


Faerie 

Attack 


After you have 12 or more 
Faeries in the Faerie Village 


Faerie 

Breath 


After you have 16 or more 
Faeries in the Faerie V'illagi 


Raise attack power 


After you have 20 or more 
Faeries in the Faerie Village 


Alf-out attack on rantfom 
enemies 


imide (hr u indmili in i1 vmUo lluum #v luir^rh/r (win * 

thr Itrsf tintr vipr/ i rvil M vrrifjrj jnsi after ipfimf thnutqh Uim ten in | 
( tmpUr Z 

Druirw 

j 

\ 

+8 

(1 0 0 

0 0 

None 

_ - _ 





Spray 

Ptay the game 25 hours 
or more 

Attack using defense in 
place of pother, does T.5 « 

times the daniiige on insects m 

Clip 

Ptay the game 50 hours 
or more 

Attack using agiiily in place 
of power, does 1*5 limes the 
damage on plants 

Oracle 

Ptay the game 40 hours 
or more 

Attack using wisdom in ptace \ 
of power, does 1.5 times the 
damage on demons ^ 

F.gghead 

Play the game 50 hours 
or more 

You become an egg I 


tier hmm* In i hrk. low rrmsf (ml offfi vouir of Itw 

ifntipirs forte' In it*mh \on 

Hrrk 


0 

i 

1 

M 

+ 

1 

0 +4 

Vlagic Resistance +1 


tl{ 




Concentrate 

Defeat 70 enemies 
or more 

Magic power up 

1 

Sanctuars 

Defeat 83 enemies 

or more 

Afl assistance magic is 
canceled out 

Celerity 

Defeat 100 enemies 

1 or more 

Doubles power, defense 
agility, and wisdom 
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ISioiit^ 


Ui\ hmiw ff! lirfru; him Ihr f»fi 

uiitr he bins sim o ^wjulfj/er 


IrtfT lull Ijfin* Mtihif to Up. tfo batk to Shikk and ^lt*ak 
iiifh hrrnik hr frmd ot thr \bip. U ion i ttii itu ii bit itiniho, hr 
^ iiih troth trrii iihaf he ^nrH»v 
I fhudr 


I filming ihiiiue +> percent 


ihdrm Bring him a Copper Bdll 


Monopoli/o Bring him dn 
I lectrumBdll 


Increased ihdnce of item 
being dropped dl the end 
of hdllle 

/VII evperience eiirned 
trom hdUle goes to 
the user 


Roulette Bring him d PldtinumBdll A rdndom dtiack per- 

fornied bv a random par 
tiiipant in the hdllle 

Mddttk s skib\ nrr Ironml in u arntpir rioi roiii 
porrd to othvis Vim tfo orfunifi itir iinr/d tout rMhtiinfr frrns - 
iirrs for otbrr Ibrn hrintf tbr UTtiMirn hhr hrrfisj hnrk to 

Vhirink ijiiif hr mil iritth rrm o skih if lUr Irrmtirr is fwib vnouph 
on tbr tbaiu. thrrr otr ttt trrosofrs uUotirthrr. 


You do not hdve to go in any pdrikuldr order, oith the exception 
ol the orimndl treasure at SdraL 


Buy the original treasure for IlH i from the rrogman in 
the lavern. 

A man under the udHioav tsill trade nilh you. 

Huring the night raid to restue Cray, before entering the 
caslte, speak to the man standing in front of the mills, and he 
util trade. 

Trade ivith the man in Ihe hul on the exiling side of the 
tirass Dnigaii Shrine s underground passage. 

the man rn the dungeon will exchange treasures. 

The little girt in Ihe orphanage standing next to 1 via 
will traile. 

The man rummaging around in the basement of one of 
the houses ivill trade with you. 

T he mere hant who tells you <ihout Ihe way to the main¬ 
land has one ol Ihe treasures. 

If you go hack to where \ina and tray 
t rashed at the beginning of tlie game, a bandit there will trade 
halls with you. 

1 he w Oman silling by the basket at the village entrance 
isill trade. 

If you miss the I udia trade, you can still gel 
the highest level treasure. Alter you beat the game, go back to 
the Abandoned \ ill age and a woman there will trade with you. 


Megaphone Do a iVO-hit combo 
attack or more 


Spirit Blast l>o a 4lJ-hil tomho 
attack or more 

Cleave l>o a lO-hil combo 
attack or more 

Disembowel Do a 7(1-hit combo 
attack or more 


All enemies power 4(1 
percent up and defense 
40 percent down 

Attack that ignores 
target's defense 

Attack against all that 
ignores targcts‘ defense 

Max IIP temporarily goes 
down 10 percent, and 
does a critical bit 


Ussd strategicalh, Megaphone is a very useful ability 


81W t\ji fir tviii iratb } on fit bnui os yim hair murr flmn ^ 

^ XfW ffshimi piifoK 

^ i Hnn/ 

111**’ ■ 


Ci> osil does not give skills, hul rather new fishing poles. 


Ring of Farn 4,000 fishing points 


Spanner I arn b,000 fishing points 


Tarn *1,300 fishing points 


"Sf _A ^ 

Gyosil is a master fisherman, and his rods can make you one, too 
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Orplwmitft*^ Ml** Inn In's rxirj ifftrr s mi n^Uinf Ui 
hi i hnptn \ htti *mh tiUvr \ tm JifiH* it ttfttni tnmi itWhii 
Cmrjl 



.1’ 1 


: i^efeiisi 

\gilit\ 

0 


0 

-1 

0 


Holy Rcsisldnce -h 1, Deiith Resislante ^2 


skilb 


-Hm.. - 

L_ 

Supplication 

1 

Ryu must be at least | 

level 20 | 

Healing magic ^1, Dodge 
chance +50 percent 

Doty 

Strike 

1 1 

Ryu must be at least 

level 2S | 

Attack that does holy- 
based damage 

Resist 

Rvu must be at least 
level 50 

r’rotects against attacks 
for one turn 

' Elen edict! on 

Ryu must he al least 

1 level -55 

Chance uF rev iving dead parly 
memhers with 25 percent HP 



Holy Stnhe i£ a rather basic techmoue, but asoful nonethaless 


\rjr(/j th the Sahlinr hUmd Hah, Uivr i nif u mr thr lJuts 
gtf mirth In nwfr /iiirr 
! 

all' H (li 

I j r*'* llJritt - i V\lMliim 

^20 4 +5 0 +1 -> 

\oni^ 


tiru a 

F i^hl SOO battJe!^ 


I l »i‘d 

I tiered^* powor 


ri^Fit 400 bdttfe*^ or mor^ Cbdnce of !!itunniiT^ 

evoryone in FFie bMlv 

Fi^hl 5FV0 bdtlk^s or mori? Attack tFial combiner poivir 

and dgilitv lo determine 
bolFi cFamaj^e and accuracy 

rf^hl 600 bdFFks or more Cbiince of poisoning 
I cverytine 



■ J 


pH 

km . *' ^ 




^ A Fnr/nim'oliip Inil rrr Ifir /hhitjn Vlfrfot/um\ fn h it 

iiil/i ffiii, imiM foke thr vn/r v\it frttm Ihv rttuli* trviti Knoavn tn 
Ihr wuthiTn hiqbnm. tie iidf mtl Ivtnh \ nn imtit m;u bair 
from ntt othvr nm\ft'rs 
i\iit Ihnm 




SliiliNlii 

1 h,ini;i ; 


' ■1 

\P 

Pov\^- 

niJ.'iit 


.16 

-5 _ 

Lt'J 

■*' ! 

+•1 +1 


None 


skiO I ^>1 jirtril 

BocFshand F)o S,000 Unmade or 

I more in n vngle dltack 

Counter Do 5,00FJ iFamage or 

more in a single attack 

Shadon- Flo OAHH) damage or 

walk more in a single attack 

I inal Do F24100 damage or 
Flope more in a single attack 


Chance of leaving the 
target with I tif* 

too percent chance of 
counterattacking 

iOO percent chance of 
critical hit 

Become invincible for 
three turns, but you die 
aftensard 



Use BacKband to wound powodnl monsters, and another attack to lake them out. 
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DRAGON5 




Ouiinff Umpti t I nt 
tlwifumr.ytm ifimt l/ir ponvf 
0 t tliv IViiid Druiftin auiomati 
iallv durhui flw ririrl at 
SmrfiNn\ \itrtjr ShnVir 


Lihs all dra^oas, the Wind Dragon is huge. His 
Rainstorm mgic serious damage^. 


Omi’ you (irr uhtr to spt'uk niffi Ihr dnnitms. yu to tiir 
Hitiitii, a \tutiH htiii «/ f/(|M slnrri' »f (fii* tmtrr ot 

thv IHmtts, Ottreytm find it. ltdiim tt to thr 6r«ss Drurpm 


This is a good spell to reserve until boss fights. 


After Icmiiiq the ( Imkpomt on the ri iiv to Shikk. i r3f/ 
i'jffiir/ultT « hnaikm on (Iw road Inter it tout take the rn\h*nt 
exit jI ni'ir /wl/i opvm to the cost ot the map pomt, taking inu to 
the tree 0ro;/fjfi's Jirrrrrr 
//«fr Cirdr 


(Jfr //rr smtdfUcr nnif#* ‘ifi/kA mid Sin tie there is 

an isohitvif setUon om f/ji* Kontheru edge td the wurse. Use a dune 
to jump In it and enter the ihiMs (hen' 

Omit HitfUt 


Flood Tide in action 






to the Kh IT srtlitin ot the game fust atirr tem iug ( Ingtta. 
speak to the iimn /n snudt shat k talk to hint nfrtrifr dragons 
mid leit him that dragons atl took ditterenl then telt him that ihe\ 
nm look like rin ks mid tret^x and he tuff tell uJir idtaut a strange 
nnk he situ* ftt fftt* i/tiurrt itfirii vmi levaJfrr Ffiirr. 

hdiiuratian 




The Rock Dragon looks a tittle weird, hut tie's far from a pushover. 




ons 


£r uL'miu/a 


f im the boat 
n a I Tiffi f fi?rf s t nvri iti^f h ven 
Shikk and t%p, fie is on the 
small shaiUm' reef. aar/lnvr%f 
at Sfrrkfc, just aftrii e the htand 
ot lire fiir ffrr map 
I toad t ide 


wt ^ 


You first encounter this dragon at the Fane. 
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Svqjftft 


! volution 

lianie ENtiuts 

first E volution 

KMlOh 

Second Fvolution 

20,iKKI 

_Third rvolulion_ 

_l.S,00h_ 

Tourlh Fvolution 



f ' J ‘ Vmi 


13 

Basic lomi 

1 vohed 1 ctnn 


Astral 

\ane 


Aurd 

None 


Behemoth 

Mammoth 


Kaiser 

Mone 


iVlulanl 

Punk 


Mvrmidon 

Knight 


Serpenl 

PllSt 


Evrant 

None 


W'yvern 

Wivr 



mtATH PaiMA'J PFFICIAL 5T|\ATEGY GUIDE 


/Kfil 1 \ 1% 


I) A it# 

j nwf 
n 11 yi 

uuidiwis 


Itiimd iJf ^«fFi/ujrr of ffir* fi*Y|fnr«n// of f fra(?frr 


UttUmi 

Hxu 

ht Hiati ui fhr irt^ 
thffths ol tlw U'Utptv. 

tiftt*r muhiritf 


lljrrro 

Hvu 

V(f Litfii (ifiro ^oji 
fJrvf vnfrr itw SItikk rnfitm in 
i liuptvr I 


To evolve a dragon, you must first earn at least 70,000 garrie 
points in minigames. Then, before using any others in combat, 
decide which dragon you wish to evolve. Ttie first dragon you trans 
form into after gaining the necessary game poinu will be the one 
that evolves. To evolve a second dragon you then have to earn the 
next needed amount of points, 20,000, and so on unlif you have 
evolved afl dragons possible. 


' D.'jijjrs 


♦- I 




If you collect enough game points, your dragon transformations can 
evolve to a new level. The new versions are more powerful in every 
way, and they even have new spells. 






Dtdii^jn. ___]| 

Breidh: 

tlrd^on Bre<illi 


Allacks: 

name Strike 

Keju veil ate 


1 liva 

Barrier 
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KVJiA 


Rrpdlh: Kdi^rBrodth 


Paflidte 

Sanctuary 


Mtaiks: Aura Smash 
Ihvajeh 


The Kaiser Dragon is uncon 
LrullabJe until you ha^^e 
l^ained the poiver of 
all seven dragons. i 

With this accom- .m 

pitshed, \ou ivill have 
full control of the ^ 
Kaiser Dragon's 
dhilities. M * i 


Breath: Waterspout 


Attacks: Frost Strike 
Bing 


This dragon is Fou 
I U S version of the 
Wyvern Dragon. 


Breath: Eraser 


Attacks: Frost Strike 
Wiid Smng 


This dragon is Fou 
I U S version of the 
Aura Dragon. 


Breath: Waterspout 


Attacks: frost Strike 
Bine 


Bjng'ah 
Pa Ring'ah 


Snap 

SisordBreakcr 


Memo: This dragon is Fou-lu s s ersion of the Weyr Dragon. 


Breath: Dark Wave 


Attacks: Aura Smash 
Pa Bing'ah 


Ahryu P'ung 
Paloh Pah 


Death 

Sanctuars' 


Memo: This dragon is Fou 
Lu's version of the 
Kaiser Dragon. 


Breath: MetaStrike 


Attacks: Wind Strike 


Cleave 

Shadoivivalk 


^ l^^vrrriKhri 

X^lQU_^_ 

_ J 

1 Breath: MetaStrike 

1 Attacks: Wind Strike 

\ah P'ung 


P ung 

!ipiriCKiast 



( . s • !)Mirj\i 



Breath: Gtgaflame 

Attacks; Flame Strike Jeh 

1 hva 1 hvajeh 

Protect 



Breath: MeteorStrike 

Attacks: Searing Sand 
Patch 
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Chi Patch 
Patoh Pah 


Counter 

Blit/ 
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Each dragon multiplies Ryu's statistics by a set number. To find out what 
his changed statistics are, simply take his current statistic and multiply it 
by the number provided here. 


Resistances are a set number, not a multiplicatian. In olhet words a 
Wyvern has no water resTStance at all, whereas it has a level five fire 
resistance. 




1 

T 


T 









j_ 


ED 

Dragon 

HP 

PoncT Pcfmse Ulsdom 

Agility 

Melee Ranged Spells 
VtlJcks Alldcks 

Brt^ath 

tire 

IMnd 

IVdIer 

1 drill 

Holy 

Mind 

SIdItis 

Oetilh 

Aslrdl 

f.S 

L2 

t.2 

1.3 

1.0 

2 

2 

I 

2 

1 

2 

4 

2 

5 

7 

7 

7 

Aura 

1.5 

1.2 

l.l 

1.2 

l.O 

2 

2 

2 

2 

4 

I 

1 

2 

5 

2 

2 

2 

Behemoth 

2.2 

1.4 

1.4 

0.5 

0.5 

2 

2 

! 

2 

2 

0 

2 

5 

5 

2 

2 

2 

Kaiser 

5i> 

2.(1 

1.5 

2.0 

1.5 

2 

2 

2 

2 

2 

2 

2 

2 

5 

4 

7 

7 

Knight 

Tft 

2.1 

LI 

LO 

i.a 

2 

2 

2 

2 

2 

6 

2 

0 

5 

2 

4 

2 

Vtdmmoth 

5.5 

T.fj 

1.6 

0.5 

0.5 

2 

2 

1 

2 

2 

0 

2 

6 

5 

2 

4 

2 

Mutiinl 

0.5 

0.5 

1.0 

1.8 

0.8 

4 

4 

5 

2 

2 

2 

2 

2 

5 

2 

2 

2 

Myrmidon 

1.5 

1.6 

1.0 

1.0 

1.5 

2 

2 

2 

2 

2 

5 

2 

0 

5 

2 

2 

2 

PeisI 

2.a 

L4 

1.5 

12 

1.5 

2 

2 

2 

2 

0 

2 

6 

2 

5 

2 

4 

2 

Punk 

0.5 

0.5 

1.0 

25 

LO 

5 

5 

5 

2 

2 

2 

2 

2 

5 

2 

4 

2 

Serpent 

LB 

1.2 

L2 

LO 

L2 

2 

2 

2 

2 

0 

2 

5 

2 

5 

2 

2 

2 

tyrant 

5.0 

L« 

IJ 

2.0 

L5 

2 

2 

2 

2 

2 

2 

2 

2 

5 

7 

7 

7 

We>T 

2.(1 

I..5 

1.2 

12 

1.5 

2 

2 

2 

2 

6 

2 

0 

2 

5 

2 

4 

2 

VV^Tern 

LH 

1.5 

1.1 

1.0 

1.2 

2 

2 

2 

2 

5 

2 

0 

2 

5 

2 

2 

2 
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r/fur-ttrir IXM'A'm 


lireath: Stcirdrop 

Attacks: Snap 

Chlfirme 


Sk'ep 

Silence 


Memo: The Mutiinl and Punk's brciilh 
alliuk-s ciin gdin levels hdsiMJ on 
the numher cil ^dme points you 
hdve edriled■ lor ever>' level it 
^dins +2 hits. 


L -rl 


1 es el 

Citime Points 

Level 1 

0 llk>f.iull) 

Level 2 

50,000 

Level 5 

58,000 

Level 4 

46,U<H) 

1evel 5 

■t-l.llOO 

1 evel 6 

(i2,0<IO 



_ 

iMiiiiLU__ 


Breath: 

Stardrop 



Altncks: 

Snap 

Chlorine 

Sleep 

Silence 

1 iosviing 

Curse 

Memo: 

See the Mutant s memo for informalion 
leveled up breath dlLick. 

on the Punk's 
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i^agic and QfcUls 






T&itityfiist 




■ ■' I--' 

! •men! 


i fargct 

Ahn u P img 

$ ' 

Wind 

Wind 1 

Level 3 Wind Damage 

All 

Aura -Smu^h 

5 1 

1 Phvsicat , 

Holy 

Attack target, ignoring defense 

Single 

Barrier 

4 

Status Up 

- 

Magic Damage halved For 3 turns 

Single 

ttinK 

1 

W'^ater 

Water 

t evel I Water Damage 

Single 

Hin^'ah 

2 

Water 

Water 

1 evel 2 Water Damage 

Single 

Bli//ard 

12 

Water 

Water 

Ma^Dr IV'ater Damage 

All 

Blunt 

1 

Status Do^vn 

iMind 

Ptnver donn 20 percent ‘ 

Single 

Boil 

2 

1 

- 

Keturn to normal but nilh 23 percent tll^ 

Self 

Catastrophe 

- 

Water and Farlh 

Whaler, Larth, Status Change 

Major Water and Fatih Damage and chance of Poison 

All 

C'hi Paloh 

2 

Farih 

Larth 

Level 2 1 arlh Damage 

Single 

Contuse 

2 

Status Chkinge ^ 

Status Change 

Chance of Contusing target 

Single 

Cvtlone 

U 

Wind 

Wind 

M Oder a 1 e Wind Da mage 

All 

flark Wave 

B 

Breath 

- 

Causes Non Flemenlal Damage, varies nilh remaining IIP 

All 

Death 

12 

Dcdlh 

' Death 

Mav 1 iP Femporarily drops 

Single 

Disaster 

- 

Water and Earth 

Whaler and FaHh 

Major Water and Larth Damage * 1 

1 All 

Dragon Breath 

0 

Breath 

- 

Causes Damage, varies with remaining HP and target's defense i 

1 All 

Drain 

5 

Death , 

, Death 

Steal target's IIP 

Single 

F.arthhreaker 

- ' 

Fire and Wind 

Fire, Wind, StaC Change 

Major Fire and Wind Damage and chance of Stun 

All 

rntecble 

1 

Status Duivn 

Mind 

Wisdum down 20 perceni 

Single 

Iraser 

0 

Breath 

- 

Causes Non-Ftemenlal Damage varies with rt-maining HP and target's defense 

All 

r ruptioo 

- 

Earth and Fire , 

. larth and Fire 

\tmor Larth and Fire Damage 

All 

fireblast 

b 

Fire 

Fire 

Moderate Fire Damage 

All 

Fireuinil i 


Fire and Wind 

Fire and Wind 

Minor Fire and Wind Damage 

AJI 

Flare | 

5 

Fire 

Fire 

iMronr t ire Damage 

Single 

Flood Tide 

(1 

Breath i 

1 Wind, Water, Status Change; 

Causes Wind and Water Damage and can Stun targets 

All 

Frost 

5 

Whaler 

1 Water 

Minor Water Damage 

Single 

f uF«uralioii 

(1 

Breath ^ 

- 

Causes Gravity Damage, varies Hilh target's HP 

All ; 

Cjigallame 

U 

Breath 

Fire 

Causes Fire Damage, varies with remaining HP 

All 

iii^allare 

- 

Fire and Wind 

Fire and Wind 

Major Fire and Wind Damage 

All 

Match 

5 


Status Change 

Damage is equal to user's level times B, chance oF Blinding target 

Single 

Heat 

5 

Holy 

Holy i 

Recover minor HI* 

Single 

Mealing Wind 

n 

Breath 

_ 1 

Recover HP and cures Slaius Ailments 

Party 

1 loiy Circle 

ti 

Breath 

— 

Prolecis party from attacks for one turn 

Partv 1 

Ftoivling 

i) 

Status Change 

Status Change 

Can cause Confusion 

All' 

Mvva 

1 

Fire 

Fire 

1 evel 1 Fire Damage 

Single 

1 hvajeh 

3 

Fire 

Fire 

1 evel 3 Fire Damage 

Single 

Ice Blast 

5 

tVater 

Water 

Moderate Water Damage 

Single 

Identity 

[} 

- 

- 

Display target s statistics 

Single 

Inferno 

U1 

fire 

Fire 

1 Major Fire Damage 

Single 

Inspire 

2 

Status Up 

- 

Wisdom up 20 percent 

Single 

Jeh 

2 

Fire 

Fire 

Level 2 tire Damage 

All 

lot! 

- 

Wind and Water 

‘ Wind and Water 

Minor Wind and W'ater ITamage 

All 

Kaiser Breath 

{} 

Breath 

- 

Causes Damage, varies with remaining HP 

All 

Ryrie 

q 

llolv 

Maly 

Chance of Instant Kill 

AB 

I ecih Poo er 

n 

Death 

Death 

Steal target s AP 

Single 

1 itcstcaler 

Q 

Death 

Death 

Wax 1 IP temporarily drops 

Single 

1 ightning 

- 

Wind and Water 

Wind and Water 

Moderate Wind and Water Damage 

All 

Magma BlasI 

- 

1 aiih and Fire 

1 Farlh and Fire 

Moderate tarlh and Fire Damage 

All 

Meditate 

- 

— 

- 

Change into Dragon 

- 

MetoStHke 

t) 

Breath 

Wind 

Causes Damage, ignoring target's defense 

All 

iMcleorSIrike 

t) 

Breath 

Earth 

Causes Farlh Damage, varies with remaining HP and target's defense 

All 

Might 

3 

Status Up 

- 

Power up 20 percent 

Single 

Mud 1 Unv 

a 

Breath 

Water and Farlh 

Causes Water and Farlh Damage, varies with remaining IIP 

All 

Nah P ung 

2 

Wind 

Wind 

Level 2 Wind Damage 

All 

Onslaught 

IT 

Breath 

Wind and Status Change 

Causes Wind Damage and can Confuse targets 

All 

Pa Bing ah 

3 

Water 

Water 

1 evel 3 EVater Damage 

All 

Patch 

1 

larth 

Earth 

Level ] t^rth Damage 

All 

PatohPah 

3 

larth 

Farlh 

i Level 3 Earth Damage 

All 

F'hoenix 

- 

1 Physical 

1 Fire and Wind 

j Moderate Fire and Wind Damage 

, Single 
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LiiZ: 


l' 

j ^ ' Hbilifj' f-coftt'd) 


Spell \j";x 

... 

tnmliM 

ulemu 


f tri I 

largfl 

Primus 

15 

Breath 


Causes Non-Flefnenlal Damage 

All 

Protect 

2 

Status Up 

- 

Defense up 20 percent i 

Single 

Pung 

1 

Wind 

Wind 

Level 1 Wind Damage 

Single 

Purify 

5 

Holy 

- 

Cure Poison | 

Single 

Quake 

12 

Farth 

farth 

Major Earth Damage 1 

All 

Ragnarok 

- 

tarlh and Fire 

Earth and Eire 

Major Earth and Fire Damage 

All 

Rainstorm 

0 

Breath 

Holy 

Causes Holv Damage, varies with target's HP 

All 

Raise Dead 

18 

Holy 

- 

Revive defeated characier w iIh 25 percent HP 

Single 

Rejuvenate 

9 

Holy 

Holy 

Recover moderate HP 

Single 

Remedy 

6 

Holv 


Cures all Status Ailments 

Single 

Restore 

18 

holy 

Holy 

Recover major HP 

Single 

Resurrect 

50 

Holy 


Revive defeated character with all HP 

Single 

Res ert Form 

0 

- 

- 

Change back to Human form 

- 

Risky Shot 

0 

Physical 

\1clL>e 

40 percent chance of hitting ivith Critical Attack 

Single 

Rock Blast 

4 

Earth 

Earth 

.Minor Eartli Damage 

All 

Sacrifice 

1 

- 

- 

Target lakes damage equal to user's remaining HP and user is killed 

Single 

Sever 

3 

Wind 

Wind 

Minor Wind Damage 

Single 

Shield 

h 

Status Up 

- 

Defense up 20 percent 

All 

Shin ingB lade 

10 

Physical 

.Melee 

100 perceul chance of hitting with Critical Attack 

Single 

Silence i 


1 Status Change 

Status Change 

Chance of iVluting targets 

All 

Simoon 

1 ^ ' 

Tire and VVInd 

Eire and Wind 

.Moderate Fire and VVind Damage 

All 

Sleep 

3 

Status Change 

Status Change 

Chance of putting targets to Sleep 

All 

Slow 

1 1 

Status Dotvn 

\nnd 

Vgilfty down 50 percent 

Single 

Speed 

2 

Status Up 

- 

Agility up 50 percent 

Single 

Stand Out 

0 

— 

— 

Enemies target user 

Self 

Stardrop 

0 

Breath 

.Mind 

TargeCs Poyver, Defense, Agtirly, and Wisdom lowered 50 percent 

.Mt 

Stone Pillar 

5 

Tarlh 

larlh 

Moderate Earth Damage 

Single 

j Storm 

- 

Water and Earth | 

Water and Earth 

Minor Water and Earth Damage 

1 ,Air 

Supernova 

” 1 

Earth and Fire | 

Earth, Fire Si Status Change 

Major Earth and lire Damage and chance of Confusion 

All 

f Tempest 


Whaler and Earth | 

Water and Earth 

Moderate Water and Earth Damage 

, Ali 

Thunderstorni 

- 

Wind and Water • 

Wind and Water 

.Major Wind and Water Damage 

, All 

Typhoon 

12 

Wind * 

Wind 

Major VVind Damage 

1 All 

Vigor 

50 

Holv 

Holy 

Recover moderate HP 

All 

Vitalize 

20 

1 loly 1 

Holy 

Recover minor HP 

All 

Waterspout 

0 ' 

Breath 

Water 

Causes Water Damage, varies with remaining HP 

All 

1 Weaken 

1 

Status Dossil 

Mind 

Defense down 20 percent 

Single 

Wild Shot 

0 

Physical 

.Melee 

Damage multiplied by random number between 0,0 and 2.0 

1 Single 


^(earned 

(gaming QkUk 

Throughout the game, you come across enemies that possess attacks 
or skills you can learn. Such skills are relatively common, and you can 
usually fearn several per dungeon—though they may be mostly dou- 
bles of skills you could learn elsewhere. To learn a skill, use the Guard 
command. If the enemy uses a skill that you can learn, your character 
gains the skffh You can then equip the skill on different party members 
in your camp. 

While some skills become available simply by waiting for the enemy 
to use them, in many cases certain circumstances must exist before an 
enemy will use a particular skill. Most often, you must wait for a certain 
number of turns to pass, or cause a particular amount of damage. 

Maste;rs will also teach you some skills. To learn a skill, you must first 
find the master and become his or her apprentice. After that, fulfill 
certain conditions, and the skill is yours. 


Gleaming SiUf 


I fh Damage mulliplied by a random 
number between 0.0 and 2,0 
hi. Single 


_ ttblained f ro m 

T Will use while il still has its shield 
u h=-r 75 percent chance of use on even-numbered turns 
(tillsu : Will use on even-numbered turns 
fimj^uidi Will use when blinded 
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4 















0 



r -. 40 penpfil chiinti? cif hit; Cfilical J lit if it docs hit 
fr _ Stn?;le 


jritciJ 1 roni 


Rri Tnjii Will use omc iU shield is broken 
f Will use while it has its club 




\r 12 

Mrtf 100 percent chance of Critical Hit 
lai:! Single 


( hiiit;oI: >0 percent chance of use after turn two 

\i niv i:.i VVill use ivhen below 25 percent hit points 

NUlster Uiiiiviifr. l)o more than B,000 damage in a single attack 


I>t&embgygd 


0 

Max HP temporarily reduced 10 perceol; 
performs a critical hit 
t.ir-;* ^ Single 

_ ' 'd.nm li from _ 

shadiHv 75 percent chance of use on even-numbered turns 
'tT.isti f tu irii l>o more than a 70-hit comho attack 


5» BupcT Oomb^ 


12 

It; Mumber of hits ei|oals Ihe number of buttons you press 
i.tr : Single 

_ Obiained 1 rttm _ 

> ^ Po more than 5,000 damage in a combo attack 


t. Miiqik 


W 5 

I Ih : i Cayses damage based on 25 percent of the target's defense 
i.u'gi r’ Single 

-im -; fom 

MMt 50 percent chance of use alter you cast earth 
etementid magic on Ihem 
t fli! 25 percent chance of use 

Piiitii r Will use on odd-numberiHJ turns 
\ 1 .;. RwuE^ Po more than a 15-hit comho attack 




» ' i : ' ■ - 1 


! * 4 

I Jii Increases all enemies' power 40 percent, 
I decreases all enemies' defenses 40 percent 
U All 



Attack that does damage and towers target s 
defense 20 percent 
fii single 




■lined in 

t Hi 40 percent chance of use on turn one 
50 percent chance of use on turn one, 
25 percent chance of use after 
: ii 1\it I 50 percent chance of use 
• ".uh Iow chance of use 
ikiil *nl 50 percent chance of use 


n. Msb^es 


2 

r It* Attack that lowers the target's agifity 
h _ ! Single 

___ ^lidtnnrd i run* 

l^wNpiMjl: 25 percent choiice of use 
l.ir ihv \ 25 percent chance of use 
"h,|j| Low chance of use 
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cr: 




I ttiu Atl^tk Ihiit ha\ ^ chdiite uf putting Ihc ldr^c.4 ta sleep 
liir^el Single 


_ _ _ 

Kr.rbl» . C htince of using as long as it hcis its pincer 
ftell Fr|*: 4n percent thiince of use 
ruppelt / loH' chance of use 
1 iUui: IVill use if there is a Shade in the baUle 




\l'- 2 


1 Heit Attacks and confu-ses the target 


liirgel: Single 




1 Obtained ' rum | 

t airpih 25 percent chance of use, 73 percent 


chance lieloiv 23 percent IIP 


tada^ 1 30 percent chance of use, 73 percent 


chance helow 25 percent IIP 


/omhjenr 40 percent chance of use 


Ltninl \ 25 percent chance of use 


Viigler 25 percent chance of use 



rzzz 


B&id 




t IliHj. Alldck that has a chance of hitnding the target 
largr^ Single 


< t|rl«iHied trum 

S4or]iiiiii: 30 percent chance of use 
I k'< in 2.3 percent chance of use 
Mitsk^ rah 30 percent chance of use 
^if unt 2S perten! chance of use 


rr 


i6. r4affle 


Attack that has a chance of muting the target 
l.u gi i Single 


1 




I Jhiaified t>nm 


riijjpeli r l ow chance o1 use 
Sir trga: 30 percent chance of use 


r 


17. Hit Raid 


MIei I Kangec! attack that ha.s a chance of stunning target 
largi’t Single 


Cthtained I nun 


Ihonih 40 percent chance of use 
CfiUvU } 30 percent chance of use 



_ _nhUiineilJ rotn 

I 30 percent chance of use 



20. 

0 


1 fU'it: Nothing 


liii gH Self 


griig iiniie.dM^— 

■■ ■ ■■ - 

tihlaiiied 1 rum 

IVt/ard 45 percent chance of use 








21 . 




W 0 

I - - k\ Increases (Hncer 
fart; . Seif 




ns 


Uhl.tiTieil fri 


Sepo. I ow chance of use on even-nuinhered turns 
Mart. 12.3 percent chance of use when ally injured 
Master kiilin I ight more than 300 battles 




\P 0 


llliHf Magic power up 
liirgrr Self 


i.-_ 

- 

1 Obtained I rum j 

1 i.ifija/- Will use on even-numbered turns 


Oil mi Will use on even-numbered turns 

1 viikvi Will used on eveii-numbercd turns 

Master ;tdies Defeat more than 70 enemies 



23, RiJBiat 


\p‘ 5 

r He^ iVolects against attacks tor one turn 
Ln - Self 


Clhlained I rum 

Ciciltl - .itr Will use after turn two 
^ lor I ow chance of use 
iilehe. Will use when ally injured 
Master h 111 Ryu must be at least level 50 
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Magic and j'lqm 





24 > Cetmter 




I ^' 100 percent chance of couirterdtlacking 
hifLi I Self 


nhldlrii'tl I I'oin 

* 75 percent chance of use on turn one, 

SO percent chance of use after 

HI .iJIrn. Will use on odd-numbered turns 

.. T Do more than 5,000 damage In a single attack 


2S. 8yr>pUcsti<3ft 


H i* t ftealing iVtagic +1, Dodge chance +50 percent 
f.irm'l: Self 


_ ' VhUHiird I rom _ 

Walter 1 1 1 Ryu must be at least level 20 


B 




26. /UsOTt 


I Kei Adds your defense to your poiser and gives 
you a defense of /.ero 
iiiii:i.'l Self 


^ Odiilneti I rcini 

OdliiU) 75 percent thance of use on turn one 


27 . Ccierit? 

- f 

0 

1 rf(' t Doubles power, defense, agilily, and 
wisdom once every three hours 

I.r Self 

« 



COitainrrl L arm 

r Jiti. Defeat more than 100 enemies 


iH. fimil 


r' . - 


I IIimI Become invincible for three turns, but then you die. 
Can only be used once every three hours, 
ijii^t'l Self 


(ilUiiined from 

MteEiT fhnnan Do more than 12,000 damage in a single attack 


rn 


2 ^ Sbout 




- L * - 


11 lei I Chance of stunning every one in the battle 
- : All 


ClhLiined from 
Master Kalin, tight more than 400 battles 






i ffeil All assistance magic is canceled out 
: Fveryone 

Md i_: rom 

Wiiii i.- Lou chance of use 
V tur t-Div chance of use 
ul: -d low chance of use 
Mavfvr vldh*^- Defeat more than 85 enemies 


. Sets a target for others to attack: 
works even for confused aUies 
iitrget* Single 


Red ' ' Must be a Cap present in the battle 

!il \iust be a Mud Pup present in the battle 


ti: 


52. Rest 


Al* 0 

1 rii Recover 50 HP and 5 AP 
largel Self 




*||i: -'m 


I ^. vnr: High chance of use after turn sk 
'1 .len' Wil! use after turn two 


k 8 no 62 U: 


[ lit ct Recover max IIP and AP, hut gel put to Sleep 
lar- t Self 


___ _ 

L dpoir Will use when it has at least 50 percent IIP 
\ttHi IHip Chance of use on turn two 


54- Palliat« 


■fi- _ j. 


P 20 

i (■’ Restores I IP and cure status ailments 
largri Single 




__ ' mm 

Lampkin; Will use after you employ either a Croc Tear 
or Moon Tear on them 


3S. D’anafer 


\P 20 

I ffecl Gives 20 AP to another character 
iarget Single 


tr: 


Ohlaincd From 

htaik Will use on ally with more than 50 percent HP remaining 
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I Him I SledI tin iU^m Ircim an i^nt'mv tind du dl ihv same 

Umc*^ Tlip chance of steaNn^ the item equals the chance oi the 
mtinsler dropping it. 

] Single 


VP3 

. : Alflicks tivn times 
r.k. ’ Single 


I ■ Chaticc of use after turn Ivso 

\ij| li iMij Chance of use 

I r 'l uarm 25 percent chance of ose 

\Li .l ih use if you perform a five-htt cortibo 

tiUitnfi.in Chance of use on turn two 

Ihill V ti: 25 percent chance of use 

' .jlpuf^- Will use prior to an elemental spell being cast on it 


BRJEATH jJFFICIAL 5TI\ATEGY GUI.DE 


(1_ 

SmedictiOiri 

Zj 

4' 45 

1 Him 

with 2! 

lar j 

Chance ol reviving dead party members 

7 percent IIP 

All 



^^_ _ _ 




T Ryu must he at least level 55 



37. Steal 


^ II Steal an item from an enemy. The chance of stealing the 
item equals the chance of the monster dropping it. 

‘ Single 


f Ihftiiiiril I rum 

Mavt r MitlJ Get more than ltd different types of items 


58 . pilfer 


cz 

34. 


\l' 0 

All esi>erience earned from ha file goes to the user 


irgii 

Self 


U 



I ibi tv ^ 1 


^; Bring him an 1 leitrumBall 

1 


r ' ^. :C3Mi'nn 


1 Ur‘ Increase chance of items being dropped at end of battle 
Single 


un fiir Bring him a t opper Ball 


Mwldstrihe 


Randomly attacks beUveen one and three Limes 
Single 


_Htt.it rnm 

Ktwinn 2.5 percent chance nf use 
BikIt \rih Will use if altv dies 


49 . 


Attack three Unies in a row 
Tar Single 


III ^ 

ut ... Will use after turn Uvo 
lhM^*'nTiH 25 percent chance of use 
. VVill use after turn three 


44. Oradt 


jh Attack using uisdom in place of pouer 
Does 2 limc^ the damage on demons. 

‘•M** Single 


_ _ irii 4 i om _ 

Master ii> Play Ihe game more than 4d hours. 


4S. Spray 


f Attack using defense in place of poner. 
Does 2 times ihe damage on insects. 

I Single 


Dbtain* friim 

\UsUi Play Ihe game morc^ than 25 hours 




I Heft Attack using agility in place of power. 
Does 2 times the damage on plants. 

I.irgr i Single 


iMd.tint'd from 

Master Momo Play the game more Ihan 50 hours 
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\v 1 

' : lL Unavoidable aUack that only does half damage 
Idr^el Single 


_ >l>Lnn i' d IHi... 

-r^roon: Chance of use 

Mudfot^ 75 percent chance of use on odd-numbered turns 
srirrgii‘ 25 percent chance of use 
fnii-ir|3; 25 percent chance of use 
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.jmem 

^ . • * yhiiiyirk Clu It'inio 


■ ICj 

ttc'tn Sdmt* I 

Mktt 

largel ' 

Uuil 

iQ%l 

Diirk Drdu^ht 

Chance of Critical 1HC Learning, Counterattacks, 
and Accuracy i- lO^Vn until you rest 

Single 

Field 

2,8()ll Z 

Dod^c Setyd 

l>odfte until you rest 

Single 

Field 

230 £ 

l)r<igon Scale 

Hcfense up 2t)% temporarily 

Single 

Battle 

200 z 

Draught + 

Foner, Hefense, Agility, and Wisdom +10 until you rest 

Single 

Field 

2,500 z 

Draught 

Poiver, Defense, /Vgility, and Wisdom +5 until you rest 

Single 

Field 

1,000 t 

1 arth Seed 

Farth Resislame 4^2 until you rest 

Single 

Field 

500 I 

Flker + 

All Elemenlat Resistance +2 until you rest 

Single 

Field 

5,000 z 

nUer 

All FlementaJ Resistance 41 until you rest 

Single 

Field 

1,200 / 

Fire Seed 

Fire Resistance -h 2 until >ou rest 

Single 

Field 

500 z 

FKh head 

Wisdom 4l 

Single 

Field 

400 z 

Ciin^eng 

Poiver up 20^Vn temporarily 

Single 

Battle 

200 z 

1 lard Seed 

Defense +10 until you rc^t 

Single 

Field 

250 / 

Headband 

Wisdom up 20“'n temporarily 

Single 

Battle 

200 z 

Holy Seed 

Mealing Magic Strength until you rest 

Single 

Field 

700 z 

File Shard 

Max HP +10 

Single 

Field 

400 z 

iVla^ii Shard 

Max AH +1 

Single 

Field 

400 z 

l^hoenix Seed 

Death Resistance +2 until you rest 

Single 

Field 

300 z 

Po»er 1 ood 

Porter +1 

Single 

Field 

400 I 

Protein 

Oolense > 1 

Single 

Field 

400 z 

Re Ilex Seed 

Accuracy +15% until you rest 

Single 

Field 

2a0z 

Saf;e Seed 

Wisdom -f 10 until you rest 

Single 

Field 

2 50 / 

Sift hi Seed 

Chance of 1 earning +50% until you rest 

Single 

Field 

230 z 

Speed Seed 

/^g^li^y +10 until you rest 

Single 

Field 

250 z 

Spirit Seed 

Mind Resistance +2 until you rest 

Single 

Field 

500 z 

StrefiftthSeed 

Power +10 until you rest 

Single 

Field 

250 z 

Strike Seed 

Chance of Critical 1 lit + 10"/o until you rest 

Single 

Field 

2H0 z 

Su'idhov Fye 

/Xgility +1 

Single 

1 ield 

400 z 

larftel Seed 

Chance of Counterattack +20%i until you rest 

Single 

Field 

2B0z 

\ iftor Seed 

Status Change Resistance +2 until you rest 

Single 

Field 

500 z 

VViissail 1 - 

Mind and Status Change Resistance +5 until you rest 

Single 

Field 

5,000 z 

VVaiiSiiil 

Mind and Stalus Change Resistance +1 until you rest 

Single 

Field 

1,200 I 

Water Seed 

Water Resistance h2 until you rc^t 

Single 

Field 

51HI Z 

Wind Seed 

Wind Resistance +2 until you rest 

Single 

__ 

Field 

500 I 


^em & (Equipment 

^Jtems 


ri. 

1 J.t'iinu 



-. 7'E^ 

Hem \amr i 

ftliil 

largel 

Usid 1 

' tost 

Amhruxla 

Recover all Dragons' IIP Ryu and Tou-Lu 

Brittle 1 

' 5,000 z 

Am muni a 

Revive defeated character with 25'Vii of his or her HP 

Single 

Both 

250 z 

Antidote 

Cure Poison 

Single 

Both 

12 z 

Apple 

Recover 100 IIP 

Single 

Both 

10 z 

Berries 

Recover 50 IIP 

Single 

Both 

8z 

Croc Tear 

RiH:uver 20 IIP and chance of curing Status Ailments 

Single 

Both 

4 z 

l ye Drops 

Cure Blindness 

Single 

Both 

14 z 

Mealing Herb 

RcH;over 500 HP 

Single 

Both 

20 i 

Jabbergrass 

Cure Muteness 

Single 

Both 

20 z 

Moon Tears 

Recover all 1 IP and cures all Status Ailments 

All 

Both 

2,000 z 

Multivitamin 

Recover 1,500 IIP 

Single 

Both 

500 z 

Panacea 

Cures all Status Ailmenls 

Single 

Both 

100 z 

Rite KaM 

RcHiover 1,500 HP 

Single 

Both 

500 z 

Super\ Uamln 

Recover all HP 

Single 

Both 

BOO I 

Vitamin 

Recover 800 HP 

Single 

Both 

100 z 

Vitamins 

Recover 1,000 IIP 

Party 

Both 

1,000 z 

Wisdom Fruit 

Recover 150 AP 

Single 

Both 

2,500 z 

VVlsdum Seed 

Recover 50 AP 

Single 

Both 

800 z 
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EJ _ 


'j 

__ 


ftcm \t>me 

tit«i 

large I 

1 Used ^ 

< fist 

Aurum ^ 

/Xssign learned skills in camp 

— 

Field 

111 / 

Bird Drop 

None 

- 

Roth 

2 z 

l\or>' Did* 

Increases Zenny and e^^perience received in combat 

Single Enemy 

Battle 

500 2 

Rotten \tcdt 

None 

— 

Rulh 

2/ 1 

ScorchedKice 

None 

- 

Roth 

2 i 


o:r _ 

1 


- ^ -- 

1 r. . » 

. ■ 


Item Name 

Iffeci 

Target 

Used 

{ osl 

/Xtheron 

Poisons everyone 

Everyone 

Both 

250 / 

Angelfish 

Revive defeated characler with 50"^'a of his or her 1 IP 

Single 1 nemy 

Rdllle 

550 2 

Angler 

Causes major Water and f aith damage 

Ail Enemies 

Bailie 

1,0011 / 

Bdrandy 

Recover all 1 IP and cures all Status AilmenU 

Single 

Ruth 

1 40(1 / 

Bdss 

Recover 5(M) HP 

Single 

Ruth 

70 2 

Black Bass 

Recover lim IIP 

Single 

Both 

250 z 

Black Porgy 

Re-cover 100 AP 

Single 

Roth 

1000 2 

Bloufish 

Cures Poison 

Single 

Both 

80 i 

BIul- Gill 

Causes minor Water damage 

Single fnemy 

Bdlllie 

150 I 

BroivnCaR 

Defense up 20*Vii temporarily 

Single 

Bailie 

200 / 

Rullcal 

Causes moderate Larth and Fire damage 

All Enemies 

, Bank’ 

hOO 2 

Dorado 

Recover 800 TIP 

Parly 

Both 

800 2 

llatnsh 

Cures all Status Ailments 

Single 

Both 

500 / 

f lying rish 

Recover 100 IIP and chance of curing Status Ailments 

Single 

Both 

50 / 

Jellyltsh 

Recover 50 IIP 

Single 

Both 

4 z 

Man-o'-War 

Recover 50 IIP 

Single 

Roth 

4z 

Marlian Squid 

.Vullinc's assist magic 

1 v^ery'one 

Bailie 

400 t 

iMoorfish 

75^( chance of reviving defeated character with 1 HP 

Single 

Bailie 

100 2 

Octopus 

Blinds targets 

All Enemk^ 

Bailie 

400 2 

Piranha 

Recover I5U IIP 

Single 

Roth 

50/ 

p Rdinbou'Troul 

Power up 50“/ij temporarily 

Single 

Biillle 

500 / 

Salmon 

Recover 50 AP 

Party 

Roth 

1,000 2 

Sea Bass 

Recover 4110 IIP 

Single 

Roth 

50/ 

Sea Bream 

Recover 50 AP 

Single 

Roth 

550 / 

Spearlish 

Recover 1,500 HP 

l^arly 

Both 

1,500/ 

Sturgeon 

75% chance of reviving defeated characters 

Parly 

Rank- 

I.BOO / 


with 25% of iheir HP 




StieeHish 

RcH:ov'er 5 AP 

Single 

Both 

20/ 

Trout 

Recover 10 AP 

Single 

Roth 

50/ 

Tuna 

Recover all HP 

Single 

Roth 

700 / 

Whale 

Recover all 1 IP and cures all Status Ailments 

Parly 

Roth 

2,000 / 
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iMuiu 1^- J 

It 

" ^ m > , 

: . J - J r; 

Rem Name 

Effetl 

Target 

Usi'll 

( osl 

Belladonna 

Instantly kill target 

Single fnemy 

Ballk' 

200 / 

Dynamite 

Causes major farlh damage 

All 1 nemics 

Bdllk- 

500 / 

riLH;trode 

Causes moderate farth damage 

Single fnemy 

BfiUk’ 

250 / 

firecracker 

Causes major Fire damage 

Single Fnemy 

Bdllk 

700 / 

FiashGrenade 

Blinds target 

Single Enemy 

Bdllk 

100/ 

Icicle 

Causes major Water damage 

All Enemies 

Bdllk- 

6tH} t 

Knockout Gas 

Puts target lo sleep 

Single Enemy 

Balllc 

100 / 

Mololov 

Causes minor Fire damage 

Single Enemy 

Rdllk 

100 1 

Mouth Gag 

Mutes target 

Single Enemy 

Bdtilc 

100 I 

Napalm 

Causes moderate Fire and Wind damage 

All Enemies 

ttalllQ 

800 7 

Poison Powder 

Poisons target 

Single Enemy 

Hdllk 

too I 

Straw 

Absorb HP from target 

Single Enemy 

Bdttli- 

20 2 

laser 

Causes major Wind and Water damage 

All Enemies 

Bdltk- 

E20() z 

Void Sphere 

Causes major Wind damage 

All Enemies 

Bdllk- 

500/ 

Water Bomb 

Causes minor Water damage 

Single Enemy 

Bdllk- 

100 2 

Weather V^anc 

Causes minor Wind damage 

Single Enemy 

Bdllk' 

100 2 
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iXvm 1 

IfflU 

1 

Ftonk 

Loins 

Ktbs 

Roast 

Recover 10 AP 

Recover 800 LIP 

Recover 500 MP 

Recover 500 LIP and chance of curing Status AiJfnenLs 

S 

1 

S 

S 



OjiI‘I'!>; iiiid li-ii'-i 

ikiil'j 



Rein \ame 

1 Hi^t 

Target 


t tist i 

Bent Screw 

Can make armor for Lrshin 

_ 


10 z 

Burnt Plug 

Can make armor for Ershin 



50 z 

Dirty filter 

Can make armor for Ershin 



20 z 

Faerie Drop 

Used to make King's Sword 



None 

Glass Shard 

Can make armor for Ershin 


1 - 

50 z 

Iron Scraps 

Can make armor for t rshin 


1 — 

20 z 

iVlozweed 

Cures all Status Ailments and tan be used to make medicine 

Single 

Both 

fl>0z 1 

Old Tire 

Can make armor for Ershin 

— 


40 z 

Rusty Pipe 

Can make armor for Ershin i 

- 


80 z 

Ship Parts 

Used to make Sandflier Parts 

- 

- 

None 

Stamp Card 

Used to make SandRier Parts 

— 

— 

None 


(Equipment 





. - . > 



(f,ki 

i:wjiD r ■ i 


_ _ 1 

Name 

MILS 

Power 

lli^lruil 

V54Hght 

1 JemenI 

Cost 

Viiles 

Uvt*ris> 

1 iiuml 

Arquebus 

1 

70 

1 

2 

— 

6,800 

— 

Ursula 

Shop 

/Xscension 

1 

95 

5 

6 

Holy 

tb.OOO 

Crilkal Itil -r5% 

Ryu,5cias 

Dungeon 

Atomic Punch 

1 

95 

5 

1 


10,000 

— 

Ershin 

Dungeon 

Bamboo Stick 

1 

B 

2 

5 

— 

150 

— 

Cray 

Shop 

Barbarossa 

1 

112 

1 

8 

— 

18,000 

— 

Rvu,Scias 

Shop 

Bastard Sword 

1 

42 

5 

6 

— 

5,200 

- 

Ryu 

Shop 

Baton 

1 

5 

1 


— 

50 

— 

\ina 

Nina start 

Battle Rod 

1 

61 

2 

2 

— 

6,200 


Nina 

Shop 

Biter 

2 

50 

2 

5 


4,500 

Critical 1 lit +5^^ 

Scias 

Shop 

Blessed Staff 

1 

84 

2 

2 

Holy 

12000 

Can cast Heal, Holy and Death Resistance +1 

Nina 

Shop 

Bowie Knife 

1 

to 

1 

1 

— 

150 

— 

Ryu,5cias 

Shop 

Broad Sword 

1 

58 

4 

8 


2,600 

DeFense +5 

Ryu,Scias 

Manilto 

Broken Sword 

1 

4 

1 

2 


None 

— 

Ryu 

Event 

Chopsticks 

t 

2 

1 

0 

- 

40 

Increased damage on Flies 

Scias 

Manitlo 

Claymore 

1 

56 

2 

B 

— 

5,200 


Ryu,Scias 

Shop 

Cleaver 

1 

1T9 

5 

10 


26,000 

Damage times K5 on Dragons 

Scias 

Monster 

Crusher 

1 

Bb 

5 

B 


9,400 

“ 

Cray 

Shop 

Cudgel 

1 

115 

B 

10 

1 “ 

20,000 

- 

Cray 

Shop 

Culverin 

1 

10B 

1 

6 

1 - 

50,000 

Accuracy +20'Vii, Critical Nit +5% 

Lfrsula 

ManiNo 

Cursed Sword 

1 

90 

6 

2 1 

1 — 

48,000 

Damage modiOed by remaining HP: lose 1,16th 

Ryu 

Monster 







of your FFP each turn 



DamascusSwd 

! 

104 

4 

5 

— 

14,500 

— 

Ryu, Scias 

Shop 

Dragon Blade 

1 

128 

4 

8 i 

' - 

60,000 

Can cast Might; damage times E5 on Dragons 

Ryu 

Dungeon 

Dragon slaver 

I 

70 

7 

15 j 

1 “ 

None 

- 

Ryu 

Lvent 

Drill Punch 

1 

52 

7 

1 1 

— 

LBOO 

— 

Ershin 

Dungeon 

Earth Claws 


26 

5 

1 

Earth 

1,500 

~ 

£ rshin 

Manilio 

Earth breaker 

1 

126 

6 

12 

Earth 

52,000 

Can cast Stone Pillar 

Cray 

iMonster 

Eleclrifier 


no 

1 

2 1 

1 ” 

16,000 


Ltrsula 

Dungeon 

leather Sword 

1 

BH 

5 



9,600 

— 

Ryu,Scias 

Shop 

rirangi 

2 

5B 

1 

2 

— 

8,600 

- 

Ryu,Scias 

Monster 

Hail 

2 

45 

S 

15 


7,800 

- 

Cray 

Manilto 

name Punch 

1 

20 

3 

1 

Eire 

550 

- 

Ershin 

Monster 

Flame Sword 

2 

53 

1 

2 

fire 

4,800 

- 

Ryu, Scias 

Monster 




1 

j 
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rJi'JiJ'Jj' 




\'ame |lMeriwj 

Ufiifhl LosL 

\iites t 

Rvu 1 Vina i 

1 trav 1 

Scias 1 Ursula 1 1 rshin | 1 ound 

Amber Bpiate 2K 

4 


\vs i - j 

1 Yw 

Yes Ves — Ursula Start 

Angel’s Vest *14 

4 2S,IH)0 

Holy Power 

— . Ves 

- 

— 1 Yes — Monster 

Armored Vc^st 611 

4 7,200 

Ranged ResislanLe 2 * 

' Yes Yes , 

Yes 

Yes Yes = * | Shop 

/XsbestosArmr 26 

4 2700 

- 

Yes - 

Yes 

Yes — . — 1 Shop 
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CCkiiiJuii: 


' ft 

^ ^ 

P^iwer 

flestruii 

1 Weight 

1 lemenl 

Cost 


llsefls^ 

1 ou nd 

bO 

2 

4 

lire 

9,000 

Can cast 1 irebtasL 

Ursula 

Shop 

42 

1 

2 

“ 

3,2IMI 

— 

Ursula 

Shop 

14 

2 

1 


300 

chance of Blinding target 

L rshin 

Monster 

85 

2 

1 1 


15,000 

Damage times r.5 cm Demons 

1 rshin 

Dungeon 

99 

5 

16 1 


I2,(I0() 

25% chance of Stunning target 

Cray 

Monster 

152 

3 

4 j 

_ 

60,000 

— 

Ryu 

Monster 

42 

1 

2 


4,900 

Chance of Instant Kilt 

Scias 

Monster 

40 

2 

1 


5,500 

Always hits 

L rshin 

tlungeon 

50 

2 

8 

Water 

4,200 

Puts target to Sleep 

Scias 

Shop 

20 

3 

1 

Water 

550 

— 

Ershin 

Monster 

22 

1 

3 

- 

2,000 

— 

Scias 

Scias Start 

50 

2 

4 

- 

1,800 

— 

Ryu, Scias 

Shop 

12 

1 

2 

Holy 

\one 

tan cast Protect 

Ryu 

RyO Start 

135 

4 

8 

- 

48,000 

Damage affected by enemy's Power 

Cray 

ManiIJo 

13 

5 

4 

Earth 

400 

- 

Cray 

Cray Start 

43 

4 

6 

-- 

3,300 

- 

Cray 

Shop 

18 

1 

2 

— 

800 

Concentration +3 

Nina 

Shop 

104 

7 

1 

— 

17,000 

— 

Ershin 

Monster 

2B 

1 

4 


1,500 


Ryu, Scias 

Monster 

102 

2 

6 

Lire 

24,000 

- 

Ursula 

Shop 

40 

I 

2 

- 

2,500 

— 

Ursula 

Monster 

145 

7 

u 1 

- 

32,omi 

Critital Hit 

Cray 

Monster 

96 

3 

2 


28,000 

Can cast Raise Dead; Death and Status Change 
Resistance +2 

Nina 

Monster 

72 

5 

5 

“ 1 

7,200 

Can cast Weaken 

Ryu, Scias 

Shop 

2 

1 

1 

- 

10 

— 

Nina 

l>ungeoii 

95 

4 

1 

— 

22,000 

if target is below 25% fife then Critical 1 lit +20% 

Ershin 

Monster 

54 

4 

7 

- 

5,000 

- 

Cray 

Shop 

24 

3 

I 

Wind 

800 

— 

Ershin 

Dungeon 

12 

2 

1 1 


200 


Ershin 

Lrshin Start 

28 

I 

2 1 

— 

1,600 

- 

Nina 

Shop 

50 

2 

6 

Water 

60,000 

Can cast Frost 

Scias 

Manillo 

82 

1 

6 ' 

- 1 

22,0CK) 

— 

Ursula 

ManiBo 

51 

4 

1 


4,300 


Ershin 

Dungeon 

96 

5 

6 

Holy 

None 

Can cast Drain 

Ryu 

Eou-Lu Start 

30 

1 

2 

Fire 

2,000 

— 

Vina 

Manillo 

72 

2 

2 


8,tl00 

Concentration +5, Wisdom +10 

Vina 

Shop 

40 

2 

2 

- 

None 

Kill 1,000 enemies and it becomes Slayer 

Ryu, Scias 

Secret Shop 

12 

1 

2 

— 1 

230 

Wisdom +5 

Nina 

Shop 

35 

1 

4 

— 

3,600 

— 

Ursula 

Ursula Start 

13 

1 

2 

— 

1,200 

— 

Ryu, Scias 

Shop 

IS 

1 

3 


480 

— 

Ryu, Scias 

Shop 

13 

1 

2 


1,300 

Chance of Instant Kill 

Nina 

Monster 

80 

2 

4 

— 

40,000 

Absorb 1/8 damage into HP, 1/16 chance 
of attacking alty 

Ryu, Scias 

KustedSwd 

78 

3 

4 

- 

20,000 

— 

Ryu, Scias 

Monster 

so 

1 

4 

Fire 

5,000 

-- 

Ursula 

Shop 

35 

3 

5 

- 

2,200 

- 

Cray 

Shop 

25 

3 

5 1 

- 

1,000 

— 

Cray 

Shop 

65 

4 

b 

— 

7,000 


Cray 

Shop 

70 

4 

1 

— 

7700 

25% chance of Stunning enemy 

Ershin 

Monster 

36 

1 

4 I 

— 

3,000 

— 

Scias 

Shop 

62 

5 

1 1 

— 

5,800 

20% chance of Poisoning target 

Ershin 

Dungeon 

58 

2 

1 

Wind 

3,600 

Can cast Sever 

Nina 

Shop 

56 

2 

3 

- 

4,800 

Magic Resistance +1 

Nina 

Dungeon 

48 

2 

2 

Wind 

5,000 

- 

Nina 

Shop 


W: 


Fldmelhrotvei* 
flintlock 
fork 
GhiJ^^tbu^ter 
. Giant Club , 
iGcioKingSi^d 
Hidden Dogger 
Homing Bomb 
Ice Blode I 
ke Punch 
Jung'do 
Kdtzbulger 
King's Su'ord 
Linked Pole 
Log 
Mace 

Magic Wand 
Mass Driver 
Moon Snord 
Mortar 
MuItiGun 
Nufichaku 
Ouroboros 


PierdngEdge 
Pointed Stick 
Power Glove 
Quarlcrstaff 
Raptor Claus 
Red Knuckles 
Reed Baton 
Render 
Repeater 
Rocket Punch 
Royal Suord 
Ruby Scepter 
Runeslafr 
Rusted Sword 
Sage's SLalT 
Scattershot 
Scramasax 
Short Sword 
Skull Staff 
Slayer 


Sheer 
Sparkler 
Spiked Rod 
Steel Bat 
Stone Club 
Stunner 
Taegum 
Toxic C la I vs 
Wand of Mr 
WardingSlafT 
Weather Wand 


INK 
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\um livn Siidth Ur%iild t r^hin ftniiiJ 


Mdnti 


VVnehl i as\ 


Kmi 




Wind & Water Resistance fl. Fire & Earth Resistance -1 
Casts rirewtnd ishen counterattackiim 


Bli/irar(J\tail 
Rooster 
Brigandine 
Burglar Garb 
Chain Cap 
Chopam Plate 
Clothing 
Crepe Cape 
Cuirass 

DamascusMail 
Defender 
Diana'sDress 
Dragon Armor 
Farth Armor 
Earth Rig 
fancy Dress 
fight! ngRobe 
Rre Rig 
Flame Armor 
Force Armor 
full Plate 
Gargantua 
Gideon'sGarb 
Gravedigger 
Heavy Armor 
Holy Kobe 
I lydro Armor 
Ftydro Rig 
King s Armor 
feather Armor 
Lgt.Clothing 
Life Armor 
Light Armor 
Lightning 
iVVael Strom 
Mage s Kobe 
Magma Armor 
ManlyClothes 
Midas' Armor 
Mist Armor 
iMithrif Rig 
MithrilArmor 
Orjhalcyon 
Pander 
Parly Dress 
Phan tom Dress 
Psych ometcr 
Quicksilver 
Ranger Garb 
Robe of VMnd 
Royal Armor 
Sage's Frock 
Scale Mail 
Short Skirt 
Silver Mall 
Spirit Armor 
Star Dress 
Steel B pi ate 
Stout Mail 
Waistcloth 
Wetsuit 
Whirhvind 
Wind Armor 
Wolfskin 


Yes 


Shop 

Can be made 
Shop 
Dungeon 
Shop 
Monster 
Ryu Start 
Shop 
Shop 
Shop 

Can be made 
Shop 

Dungeon ^ 
Can be made 
Can be made 
Start 
Shop 

Can be made 
Can be made 
Manillo 
Shop 

Ershin Start 
Monster 
Can be made 
Can be made 
Manillo 
Can be made 
Can he made 
Monster 
Shop 
Dungeon 
Manillo 
Can be made 
Can be made 
Can be made 
Shop 
Shop 
Dungeon 
Secret Shop 
Shop 

Can be made 
Shop 

Can be made 
Can be made 
Shop 
Monster 
Can be made 
Can be made 
Shop 
Shop 

Fou-Lu Start 
Shop 
Shop 
Shop 
Shop 

Can be made 
Monster 
Monster 
Can be made 
Shop 
Dungeon 
Can be made 
Can be made 
Shop 




4,KOI) 
12,000 
600 
32,000 
ISO 
730 
K40 
25.000 


Ves Yes 


Critica I tit +10 


Ves 


Ves Yes 


Melee, Ranged, and Magic Resistance 1 


Ves Ves Ves Ves 

Ves — — Ves 

Yes Ves Yes 


Ves Yes les 


Automattcally casts Barrier 
Mind, Status Change, and t>eath Resistance +2 
Breath Resistance +2 
farth Resistance +1 

Larth Resistance +3. Wind Resistance -1 


Ves 


13,000 

38.000 


Ves 


Ves 


V^ 


Ves 


170 

2.300 


Yes 


Ves Ves Ves Yes 


Fire Resistance +3, Water Resistance -1 
Fire Resistance +1 

Can cast Barrier, Magic Resistance +1 


!5,000 

6.000 

None 

35,000 


Yes Ves ; - 

Yes Ves 


Attack 4 to 

Casts Eruption tvhen counteratlacking 


Yes 


Vlind. Status Change, and Death Resistance +1 
Water Resistance +1 
Water Resistance +3, Fire Resistance -1 
Can cast Focus 


H.200 


Yes 


- Ves - 
" Yes Yes — 

Ves - Yes Ves 

- Yes Yes - 


30,000 

220 

4,300 

50.000 


Can cast Speed 

Recover TOO HP at the end of every turn 
Agility +20, Dodge +10% 

AgiJily +40, Dodge +20“ 

Casts Storm i\fien counterattacking 
Magic Resistance +1 

Fire & IMnd Resistance +2 Wind A. VV^ct Resistance ^ I 
Rev ives ivcarer when defeated and breaks 
Turns damage into money 
Mind, Status Change, and F)ealh Resistance +2 


2500 

9,300 

2,000 

5,000 

40,000 


Ves Yes 
Ves Yes 


Yes Ves Yes 
Yes Yes — 


Yes 


Ves 


HOOO 


Critical Hit 

Casts Jolt ivhen counterattacking 


2,500 

9.000 


— Ves 

— Yes 


floiy Resist -3; Mind, Status Change, & Death Resist increased 
Wisdom +20 

Automatically casts Speed 
Fire Resistance +2 
Wind Resistance 4^2, Dodge +5% 


1.500 

6.500 
None 
7,000 
2,100 
5,200 
6.800 


Yes Yes Yes Ves 


VC'S 


Yes 


W^isdom +5 


Ves 


Ves 


Ves Ves — 

— — Ves 

Ves Yes — 


Vidgic Resistance -1 


Wisdom +T0 
Concentration +5 


58,000 

1.300 


Yes Yes Ves 


Yes 


320 

5.500 


Ves Yes Ves Yes 
Ves Ves Yes Yes 


Water Resistance +2 
Wind Resistance +3, farth Resistance -t 
Wind Resistance +1 


Ves Yes 


9,500 
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\dfflL' 

; hiH' j 


Wvi^hl ' 

' Nolls 

t ost 

R 1 

\iiiii 

t TiW 

Stias 1 

1 Irsidaj 

1 rshinf 

f ound 

Artemis Cap 

Head 

4 

! 

Accuracy +25’^''ti 

6,fKI0 

Yes 

Yes 

Yes 

Yes 

Ves 

VC'S 

Shop 

Astral Ward 

Rinft 

0 

Q 

Magic Resist +2, Melee &. Ranged Resist ' 1 

18,000 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Maniilo 

Aura fling 

Ring 1 

U 

0 

Mind Resistance +1 

500 

Yes 

Yes 

Ves 

Ves 

Ves 

Ves 

Shop 

Balance Ring 

Head 

4 

2 

Can't be Confused 

5,000 

Yes 

Ves 

Ves 

Ves 

Ves 

Ves 

Shop 

Bandana 

Head 

2 

} 

— 

30 

Yes 

Yes 

Yes 

Ves 

Ves 

Yes 

Shop 

Barrier Ring 

Ring 

i) 

0 

Mind Resistance ^-3 

5,000 

Yes 

Yc^ 

Ves 

Ves 

Ves 

Yes 

Dungeon i 

Bell Collar 

Boots 


2 

Increases chance of random combat 

10,000 

— 

Yes 

— 

— 

Ves 

— 

Mantllo 

Body Ward 

Ring 

Q 

, 0 

Melee & Ranged Resist -tl. Magic Resist • 1 

18,000 

Yes 

Yes 

Yes 

Yes 

Ves 

Ves 

Manilfo 

Brass lleln^ 

Head 

3 

2 

- 

90 

Yes 

- 

Yes 

Yes 

— 

Ves 

Shop 

SronzeShield 

Head 

7 

{ 2 

— 

380 

3es 

Yes 

Ves 

Ves 

Ves 

Ves 

Monster 

BucMer 

Head 

13 

3 

- 

1,200 

Yes 

Yes 

Yes 

Ves 

Ves 

I Yes 

Shop 

Combat Boots 

Boots 

15 

3 

— 

5,000 

Yes 

Yes 

Yes 

Ves 

Ves 

Ves 

Ui'sula start 

Coupons 

Ring 

0 

a 

Hems are 20Ho cheaper in shops 

2,500 

Yes 

Yes 

Yc^ 

Ves 

Yes 

Yes 

Maniilo 

Cupid's lyre 

1 Roots 

3 

1 * 

Recov er 10 HP each step or 50 HP each turn 

15,000 

Yes j 

j Yes , 

Ves 
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